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WTS Electronics Ltd, Chaul End Lane, Luto 



Amiga 600 Pack 


• UK specification 
•1MB system RAM 

• Mouse 

• Full workbench disks, manuals & leads 

• Free game included in pack 

• Deluxe Paint III or Photon Paint III 

• Two Python joysticks 

• 100 capacity lockable disk box £295 


Amiga 600 HD Pack 


• Plus internal 20MB hard drive £395 

• Plus internal 40MB hard drive £475 



Amiga 1500/2000 Pack 


• 1MB System RAM 

• Workbench 2.04 

• Twin Floppy 

• Mouse 

• Works (Platinum addition) 

• Deluxe Paint III 

• Home Accounts 

• Elf game • Toki game • Puzznic game 

• Two Python joysticks 

• 100 capacity lockable disk box 

• Amiga 1500/2000 Pack £489 

• A1500/2000 with 52MB HD £759 

• With 2MB Chip Memory add £129 


I 



Wierd, Wild & Wicked A600_A1200 Pack_ Philips 8833 MKII Monitor _Star Printers 


• Game players paradise 

• Push Over game 

• Formula 1 Grand Prix game 

• Putty Game 

• Extra free game 

• Deluxe Paint III 

• 2 Python joysticks 

• 100 Capacity disk box 

•A600 Pack £329 

• A600 Pack & 20MB hard drive £429 

• A600 Pack & 40MB hard drive £509 


• 32-bit 68020 Full power 

• Super Fli-Res graphics 

• 2MB Chip memory 

• PCMCIA Technology 

• Alpha numerical keypad 

• Two Python joysticks 

• Free game 

• 100 Capacity disk box 

• A1200 Pack £385 

• A1200 with 20MB hard drive £485 

• A1200 with 40MB hard drive £585 


• 14 inch high resolution colour 
display 

• High clarity stereo sound output 

• Full RGB and composite inputs 

• Free 1.5 metre long RGB cable 

• Full UK warranty 

• 3 Free games 

• Philips 8833 MKII Monitor £199 

• When purchased with £189 
an Amiga 


Star LC20 Mono 

• 180 characters per second, NLQ mode, 

multi Font, 9 pin head £139 

Star LC200 Colour 

• 225 characters per second, NLQ mode, 

multi font, 9 pin head £199 

Star LC24-100 Mono 

• 204 characters per second, LQ mode, 

10 fonts, 24 pin head £194 

Star LC24-200 Colour 
•222 characters per second, LQ mode, 

10 fonts, 24 pin head £284 

Star SJ48 Bubble Jet 

• Quality comparable with a laser printer, 
very quiet and portable. Mains and bat 
tery powered, adaptor supplied £224 


Workstations 


Peripherals 


Scanners 


Music 



• Ergonomically sound 

• Facilitates up to three external floppy 
drives 

• Made in the UK 

• Strong and robust 

• Aesthetically pleasing 

• Keep your desk neat and tidy 

• Supplied complete and assembled with 
free mouse mat 

•A500 Workstation £36 

• A600 Workstation £36 

• Swivel and tilt monitor stand 

for the above £5 


• 100 Capacity lockable disk box 

• Squick mouse 

• Mouse mat 

• TDK high quality DSD (10) disks 

• 1000 colour disk labels 

• LC20 printer ribbon 

• Jet Fighter joystick 

• Apache joystick 

• Python joystick 

• Zipstick joystick 


• Vast range of leads for many 
applications - Please call 


£4.99 

£13.99 

£1.99 

£9.99 

£12 

£3.49 

£13.99 

£6.99 

£9.99 

£14.99 


Allows image processing in a useful and 
unique fashion 

Comes complete with operation 
manual and the latest version of 
processing software 
One of the fastest growing applications 
for home and professional users 
High specification coupled with cost 
effective pricing 

Power Hand Scanner 

64 greyscales 100-400 DPI 
Thru'port to printer 

Fully compatible with Delux Paint 4, etc. 
Power Hand Scanner £ 93.99 



sampling 

• Compatible with A500, 

A1500/2000, A3000 

• GVP Digital Sound Studio £49 

• Screen Beat Speaker System £25 

(Adds amplified stereo sound to the Amiga) 

• Megamix Master £37 

• Stereo Master £34 
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N, Beds, LU4 8EZ Tel (0582) 491949 (6 LINES) E3 



Pro Agnus 2MB 



• Provides a full 2MB of Chip Memory for the 
Amiga 500 and A1500/2000 • Designed and 
built in England • Supplied with 8375 Obese 
Agnus • Includes 2Mb Memory on board in 
the form of low power Zips • Allows the pro¬ 
cessing of elaborate animation and sound 
sampling • Provides the same max. chipmem 
as the A3000/A600 &500-I- • Increases 
addressable memory space from 9MB to 
10MB • Complete with full instructions • 
British made 

• Pro Agnus 2MB £139 

• Fitted £159 


Memorv'Expansions 



A500 Pro-RAM 0.5 Meg. Upgrade 

• Chip memory compatible • British made 

• Without clock £16 •With clock £19 

A500 Pro-RAM 1.5MB Memory Upgrade 

• Gives a full 2MB of internal memory £74 

A500+ 1MB Memory upgrade £29.95 

Supra RX500 (2MB-8MB) 

•2MB £138 •AMB £194 •SMB £299 

A600 1MB IVIemory upgrade £38 
10MB Memory upgrade A500 £408 



High Current Power Supply Cumana 3.5“ External Drive 


Supra Modems 


Chips and Spares 


• Allows the addition of peripherals 
without damage to computer or power 
supply 

• Why risk damaging your expensive kit 
when one simple investment will ensure 
total peace of mind now and for the 
future 

• Switch mode design 

• Full crow bar projection 

• A500, A500-f and A600 compatible 

• British Made 

• A500 Power supply unit £ 44»95 

• A590 Power supply unit £ 44.95 


• High Quality 

• Renowned and proven reliability 

• Top notch specification 

• Anti-click 

• Long moulded cable 

• Slimline design 

• High impact plastic 


• Cumana external drive £54 

• Cumana external drive 

+ 100 capacity disk box £57 

• Cumana external drive 

- 1 - 100 disk box -i- 20 blank disks £63 
•^A500/A500-h 

Internal replacement disk drive £39 


• Utilise hundreds of PD Bulletin Boards 

• Communicate with fellow computer 
users 

• Cuts down on telephone bills by using 
fast efficient baud rates 

• 100% Hayes compatible 

• Tone pulse, Auto Dial/Auto Answer 

• Standard RS232 Interface 

• Programmable number storage 


• Free Corns software 

• Supra 2400 £84 

•Supra 2400+ £129 

• Supra Fax Plus (0-9600 BPS) £148 

• Supra V.3.2 (Fax Modem) £199 

• Supra V.32 BIS (Fax Modem) £258 


• WTS have sole distribution rights from 
Americas biggest Commodore chip 
distributor 


• Workbench 2.04 Kit £78 

(lnclu(jes manuals, (disks & chip) 

• Kickstart 2.04 £32 

• Kickstart 1.3 £24 

• Kickstart ROM Swapper £18 

(Swap between kickstarts) 

• Fatter Agnus 8372 £32 

• Obese Agnus 8375 £48 

• High Res Denise £29 

•1MBx9Simms £22 

•1MBx4Zips £16 

•8520 CIA £8 


@ SALES HOTLINE 0582 49 1 949 (6 LINES) OR 0480471 1 17 


Credit Card ordering by phone is easy. Sinnply phone our sales hotline quoting your credit card number., expiry date, name and address and 
the products you wish to order and we'll do the rest. Alternatively write the above details on your letter when ordering by post. 


When ordering by post in cheque form please write your cheque card guarantee number on the reverse of the cheque and send along with 
your order. Postal Orders are also accepted. 



NO DELIVERY CHARGES TO UK MAINLAND. NO MINIMUM ORDER AMOUNT. 

Should you wish your order to be sent by Group 4 Security service please add £5. This method is normally faster than the postal service. 



WARRANTY: One year return to base (excluding chips). 

ONE YEAR EXTENDED WARRANTY; Available on all products (excluding chips) at 10% of purchase price when ordering. 


Head Office 
WTS Electronic Ltd 
Chaul End Lane 
Luton 

0582 491949 


WHERE To Find Us! 


Computer Mall Bedford 
No. 16 Downstairs 
The Harpur Centre 
Bedford 
0234 218228 


Computer Mall St. Neots 
No.6 

Priory Mall Shopping Centre 
St. Neots 
0480 471117 


Computer Mali Hertford 
49 Railway St. 

Hertford 
0992 503606 


Computer Mail Dunstable 
84 High Street North 
Dunstable 
Bedfordshire 


All prices quoted or products stocked are subject to stocking levels and availability. WTS cannot be held liable for force majeure, or items, which are out of stock due to demand or low 
stock at its suppliers. WTS reserve the right to amend prices or revise packs or specifications without prior notice at any time without liability upon itself. 








































From basketball coin' 
ops to hand-held 
joysticks, it’s all ^ 
happening here. ^ 


The AMIGA FORCE V— 
crew give the iong- 
awaited Amiga 
conversion an experimental 
kick. 


Ail that’s sweet and sour in 
k the orientai Amiga soup 
.AW kitchens. 


^ Ben the Boffin 
^^from the Big 
I Breakfast 
^V^shoots through 
^ his 20 fave Amiga 
blasters. 


Second mortgages ahoy ^ it’s the 
full price reviews section. 


Want to know more about 
your cover-mounted 
BattleCards? Take a pilgrimage to 
page 16. 


months. 
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babies to psychotic "r 
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chance 

win one 

^^^^^amazing analogue 
joysticks courtesy of Konix. 


Did Jesus own a dog? How many 
angels can dance on the 
head of a pin? And how 
could anyone develop Jk 

anything as useful as AV 

Cut-Out ‘N* Cheats? N. 


PLAY IT 
AGAIN (AND 
AGAIN) SAM 


L [ Jr Your chance to order a 

xT ^ year’s subscription to 

AMIGA FORCE. Oh, and you 
can get free games with it, you know? 


Your chance to win one of two 
miraculous Miracle keyboards. 


What to be expecting in a 
the embodiment of ^ 
perfection to be known as 
AMIGA FORCE Issue #4... 


f Your favourite beat-’em-up 
characters in all their glory. 


UrOPRESS 


There are more ^ 

questions than answers, 
or so the song goes, but you’ll find 
a fairly good balance here... 


Play it again Sam — with 

the newest in MIDI keyboards and 

tutorial software. 


If Budget Bargains seem 

like a year’s wages, these are the 

pages for you... 
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NEWS 


i 


ALL ABOUT I 


TICKETS 
TO RIDE! 

C omputer shows are taking 
over the world. Seriously, you 
can’t go anywhere these days 
without bumping into some sort of 
software demonstration. But if 
you like visiting them, this is the 
bit to read. We’ve got ten pairs of 
tickets for the Ideal Electronic 
Games Show to give away to 
anyone smart enough to answer 
the following question: 

■ Which monarchic residence 
couid benefit from a few hints 
and tips on redecoration and 
fire prevention? 

Answers on a postcard to: IT 
ALL GOES TO SHOW, AMIGA 
FORCE, Europress Impact, 
Ludlow, Shropshire SY8 1JW. As 
the event happens on 25-28 
March, we’ll be judging and 
sending out the prizes on March 
15th. So, as Fred Pontin would 
^j^^ook early!’. 




Playschool)? It was only a matter of time 
before someone snapped up the licence, 
and here It is — in all its educational glory 
(wha’ that? — Ed). 

Although It won’t be of great Interest to 
most AMIGA FORCE readers, we thought 
it was worth a mention ’coz It’s so well 
done. They’ve ditched the usual all-too- 
llnear approach and opted for random 
responses to add a little variation.Jl’s 


joystick or mouse-controlled, and there’s a 
total of 13 separate games Included so 
boredom isn’t something three to eight- 
year-olds (the intended age range) will 
complain about. It’ll set the loving parent 
back £24.99 and Is far more practical 
(altho^h perhaps not as satisfying) than 
shooting your young ones through the 
head with a revolver with view to 
qMBtefring thenrdown. 

__ > 


Steve Shields ^ 
Managing Editor 


P hew, what a month! Making 
the transition from a bi¬ 
monthly to a regular monthly, 
although welcome, isn’t as simple 
as it may sound. We’ve worked our 
fingers to the bone — playing 
Street Fighter 2! — to bring you 
this issue... hope you think it’s 
been worth the effort. 

On the software front things have 
never been better in the Amiga 
sphere, with totally top-notch 
games arriving all the time. One 
thing that has concerned us 
recently, though, is the spate of 
reviews appearing in other Amiga 
mags rating games that are way off 
completion. 

Have the software houses been 
granting ‘special favours’ to our 
rivals while stringing us along with 
a pack of lies? It would appear not. 
It’s an often-stated policy of many 
mags that only finished games get 
reviewed — but how often is that 
j truly the case? 

This month, for example. 
Renegade Software kindly invited 
I me to their London HQ to see how 
i work was progressing on the 
Bitmap Brothers’ newie. The Chaos 
Engine. Although nearly all the 
game has now been coded, 
explained Renegade, only about 
20% of it had been assembled into 
playable levels, but I was welcome 
to have a look anyway: maybe we’d 
like to preview it? Well, yes, we 
would — but how many other 
unscrupulous magazines will use 
what they’ve seen as the basis for 
a full review? We wait and 
wonder... 

Meanwhile, we’ll stick to our 
principles and damn the deadlines. 
Sure it’s nice to get a scoop once 
in a while (like we did with 
Krusty^s last issue!), but we’re not 
prepared to compromise our 
integrity — or yours! *— just to be 
the first mag on the shelves to 
feature the latest big release. 


May The Force Be With You, 


Bauu«»e{llkul 


ideal home plus 


TO SHOW... 


H ave you ever been to a computer show and found 
you’d rather help build a Lego village instead? 
Perhaps you ought to take a trip down to Earls Court 
during 25-28 March this year. Not only is there a 
wicked conglomeration of all things gamey (namely the 
Ideal Electronic Games Show), there’s also the Daily 
Mail Ideal Home Exhibition, both events being 
available for a single admission fee. Here you’re 
invited to help build the world’s biggest Lego tower, as 
well as pan for gold in the reconstructed Canadian 
Lost Lemon gold-mining town. So if you like a little 
diversity in your shows, perhaps you should save the 
£4 (if you’re classed as a child) or £7 (If you’re a 
wrinkly like us). 

However, don’t blow your wad too soon — why not 
save some spondoolicks for the 7th International 
Computer Show? With over 150 exhibitors from 
Europe and the USA, there’ll be a wide range of both 
existing and newly-launched software for trial and 
purchase. Tickets are priced at £6 on the door (£5 in 
advance) and those financially less solvent (such as 
students, children and OAPs) get in for £4 (£3 In 
advance). It’s being held on 19-21 February in Hall 1, 
Wembley Exhibition Centre. 

Alternatively, if you can only attend one event this 
year, why not come see the AMIGA FORCE crew at 
the Live ’93 mega spectacular? More info in a future 


IT ALL GOES 



































TECHNICAL SUPPORT ^ 


STICKS^. 
AND A LOG? 

K onix, renowned for their excellent 

hand-held joysticks, have just launched 
the Speedking analogue version. For those 
of you unfamiliar with this concept, 
analogue joysticks can be moved varying 
degrees in each direction, giving greater 
subtlety of movement. This makes them 
indispensable for flight and racing 
simulations. 

However, don’t expect it to increase your 
Zoo/scores. Because of the radically 
different design, the analogue joystick will 
only work with software written to 
accommodate it. A few examples of these 
are F15 Strike Eagle II (Microprose) and 
Mig 29 (Domark). These have built-in 
routines that allow your special stick to give 
the extra control you’d expect. 

Don’t be disappointed if you wanted the 
traditional Speedking — it’s still available 
through both Konix and all good 
computer-retail outlets. There’s also the 
Navigator — again, a hand-held affair 
but with a different, pistol-grip 
design. 

All three sticks handled r 

remarkably well through the ‘ 

(extensive) playtesting we forced on I 
them, assisting our God-like gaming 
abilities to the maximum. As for the ' 
cost, expect the analogue 
Speedking to set you back £14.99, 
the traditional model £12.99, and the f ''' 
Navigator £15.99. However, you ■ 

could just enter this month’s . j'j 

competition (page 50) and attempt j|:: . 
^ to win one of the 108 sticks Konix 
Tj are giving away! 


W ith the new Amiga A1200 on the 

shelves, we thought we’d find out just 
what software support the machine could look 
forward to. An all-afternoon session on the old 
dog-and-bone still didn’t secure firm comments 
of commitment (or otherwise!) from the whole 
industry, but here’s an alphabetical roundup of 
what many luminaries had to say on the 
matter... 

Accolade’s Alan Welsman was first on the 
phone, and he balefully told a tale of woe. It’s 
not that Accolade won’t be supporting the 
A1200, but that “.. .after Waxworks we 
probably won’t be supporting the Amiga at all! 
Although the game will be A1200 
compatible, it looks likely to be 
our last release on the 
format — we’re 


concentrating on PC and console product,” he 
confirmed, adding, “That’s one of those things 
that can happen when you’re an American-led 
company”. Meaning, of course, that our 
cousins across the pond seem to have gone 
cartridge crazy, and that perhaps the parent 
company aren’t too concerned about the 
welfare of us poor Brits. Bah... 

Mike Gale from Atlantis Software was as 
charming as ever when he happily confirmed 
“Yes, we’ll support the A1200. Being one of the 
smaller software houses who don’t really 
commission directly as such,” he pointed 


now 



llllams have always scored 
highly in the eyes of the 
coin-pumping arcade fraternity, with 
their machines invariably landing on 
the right side of quality. This time, 
they seem to have plumped for 
originality and novelty value as their 
main development criteria. 

Called The Hotshot, this mini 
basketball game resembles a pinball 
table, and plays like one of those 
punchbag games you see at the fair. 
Punching the button on the front 
panel launches the ball In the 
direction of the basket, although 
careful timing Is required to execute 
accurate three-point shots and other 
such moves. 

Another gimmick is the addition of 
‘win cards’ — little recelpt-llke slips 
that inform you of your score and 
performance. This seems like a great 
idea to us, as we’ve all had friends 
doubt the occasionally astronomical 
scores you can get (usually when 
there’s no one watching to back you 
I up afterwards!). 

\ All in all it’s a strange contraption, but somehow 
we don’t think there’ll be an Amiga conversion. It’s 
fmiXh at least one go if you see it, though — if only 
]\o remind yourself not to play It again...? 



...and eliminate interference 


Before booting... 


check peripherals... 






















































out, “we have to 
wait and see 
what our various programmers come up with. I 
will say this, though,” he stressed, “...all future 
Atlantis releases for the Amiga must be 
compatible before we’ll release them.” And you 
can’t say fairer than that. 

Acclaim’s spokesman Oli Dennis was 
typically vague about the whole question, 
simply stating “We’re not doing much floppy 
stuff for the next few months. No firm decision 
has been made, however, and we’re still 
assessing the situation.” Make of that what you 
will, all we’ll say is ‘where IS that copy of Bart 
Vs The World you promised, and when exactly 
will Alien 3 be completed!?’ 

As helpful as ever, CodeMasters’ Richard 
Eddy proclaimed “Codies will do their best to 
ensure that all games are compatible, while 
A1200-enhanced versions will be taken 
advantage of as the products are developed.” 
Richard also added that, although “...no firm 
plans to develop A1200-only software are 
afoot right now, we are looking Into the 
possibility.” 

Another Richard, this time Core Design’s 
enigmatic Mr Barclay, had this to offer: 
“Compatible? Well, to the extent that all our 
new games will be compatible, yes! Although 
at this stage, dedicated A1200 programs are 
only something we’re thinking about...” 



Coktel Vision’s Emma Kreuz 
Remained charming despite a 
crackling cross-channel phone 
link. The Paris-based software house had, she 
said, “...no plans ahead. But that doesn’t mean 
we won’t,” she was at pains to point out. 

“We’re still waiting to see what happens. 
Gobliins 3 will be out by the end of the year 
and logically that will be compatible.” But what 
she couldn’t tell us was how many ‘i’s will 
' appear in the title! 


Simon Jeffrey painted a very rosy picture of 
the 1200’s future from his hide-out deep within 
the bowels of Electronic Arts’ HQ: “A special 
1200-only version of Deluxe Paint / Vis already 
complete,” he enthused, “and our next game 
— Syndicate from programmers Bullfrog — will 
be available in May... in two different versions! 
So yes, we’re right behind the machine.” Good 
news indeed, says us. 

A mirthful Marissa from from Empire 
chuckled “All our games will be compatible, but 
every one of our programmers is sleeping off 
the effects of the last American software 
convention so I’ll have to phone back with firm 
details!” Cheers, Marissa. 

Head honcho Colin Courtney confirmed Flair 
Software’s commitment to the new A1200 with 
these words: “Yes definitely. Trolls and Euro 
Soccer \n\\\ be our first two compatible releases 
and, yes, we’re seriously looking into the 
situation regarding A1200-only product.” 

Good news too from Grandslam’s dynamic 
Dave Birch: “We’ll be teeing off with a 1200- 
only version of Nick Faldo", he quipped, “and 
we’ve already two more A1200-only games 
underway: a role-player called Seventh Sword 
Of Mendor and, later on, a motor-racing 
game.” Dave, our breath is bated, mate! 

Ice Software’s Deborah Isaac also had 
encouraging news. “Although our next two 
releases won’t be compatible — they were 
developed before firm details of 
the A1200 were available — all 
later releases will be. Regarding 
A1200-only games, yes, we will 
be producing some... probably!” 
Nice one. Deb, and we bet they’ll 
be the best games games in the 
world... probably! 

Millennium’s Product 
Development Manager, Tony 
Fagelman, can’t get enough of the 
A1200: “It’s an excellent machine, 
just great!” he insists (and, let’s 
face It, he should know what he’s 
talking about!). But what about games, Tony? 
“Well, all our new releases will, of course, be 
fully compatible, while we’re still looking into the 
prospect of dedicated A1200 stuff.” Fairy Nuff! 

Simulation experts Microprose would, you’d 
think, be able to fully use the A1200’s 
capabilities. Our friend Emma at the Microprose 
HQ is inclined to agree — “.. .but we’re waiting 
for the Hard Disk version of the machine to 
become available before committing ourselves. 
When It does, though, we’ll most certainly 


support it to the full.” We can’t wait to see the 
fruits of their labour... 

One of the country’s largest — and richest! — 
software houses. Ocean, had about the best 
news of all. First off, Pat Cavanagh (who looks 
after their budget releases) told us: “We’ll make 
all our Hit Squad releases compatible where 
possible, and from now on we’ll be putting 
stickers on every new release detailing just 
which Amigas the games will run on.” Which is 
all well and good, but Ken Lockley, Ocean’s PR 
supremo, had even more to say: “As it’s such 
an excellent machine,” he informed us, “from 
March onwards ALL our new releases will be 
developed on it. We’ve been using Super 
Nintendos until now, but the A1200 has a higher 
resolution, is so much better all-round, that from 
March all games will appear on the Amiga 
before any other format.” Jolly good show. 
Ocean — that’ll have those console creeps 
smiling on the other side of their pock-marked 
faces! 

Finally, late in the day, we managed to pin 
down Renegade’s Abby Hains. ‘The games 
we’re currently working on are unlikely to be 
compatible,” she said, “although all our future 
releases will be.” But what about Sensible 
Soccer {the A-Team’s all-time favourite game) 
we asked? Will you do a special A1200-only 
version? Oh go on! “You’ll just have to wait and 
see...” was the tantalising response. 

So there you have it. We haven’t talked to 
everyone in the industry yet, but this was only 
ever intended as an initial toe-in-the-water type 
thing and, as such, we feel that come the 
summer it may well be worth a dip. 

So far we’ve seen nothing apart from the 
A1200-only version of Gremlin’s Zoo/. A great 
game in the first place, the ^ 
company put a detailed scrolly 
backdrop behind the action In " 
the 1200 edition which, despite 
looking very pretty and showing 
off the machine’s technical 
excellence, we feel just gets in the 
way! Bullets and spikes are hard to ^ 
spot against the background, 
making progress frustrating, and the differehT 
sound effects and samples (making use of all 
that extra memory) don’t seem to fit the action 
quite as well as they should. They still sound 
amazing though! 

As and when the A1200 gets more software of 
its own, we’ll keep you updated. Good or bad, 
average or mediocre, you can be sure of one 
thing — we’ll tell it like it is! 
















































COMPUnNG/^ POWER 


JOVSTOK 


CAN YOU BEAT NICK FALDO AT HIS OWN GAME IN THIS 
STATE-OF-THE-ART GOLF SIMULATION? 


'A real class act, just like playing against Nick 
Faldo in real life” JOYSTICK 


'As a true golfing experience it can’t be bettered! 


AMIGA COMPUTING 


Golf purists will love this to bits 
AMIGA ACTION 


lUOK ^ 


'The best looking, user friendly and playable 
golf game on the Amiga” 

THE ONE AMIGA _ 


AMKiA 


COMMODORE 64 
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FEATURE 



There 

..othing quite^H 
so satisfying 
as blasting thmgs^ 
to bits reckons ^ 
Ben The Boffin, 
games tester for 
Channel 4's brilliant 
Big Breakfast, although 


neighbourhood with a 
Kalashnikov is liable to 
get you into trouble! 
Instead, why not 
relieve your frustration 
on one of Ben's top 
twenty sheot-'em-ups 
of all time (unless 
you live next 
door to Jeremy 
Beadle, of 
course!}? 




iTHE 


APIDYA 


■ Play Byte 

■ Forget fly-spray, killing creepy-crawlies is 
much more fun in this horizontal scroller. 
And the baddies are the real stars of the 
show. Wasps buzz around the screen, 
earwigs climb up and down plant stalks, 
giant slugs pour out hundreds of bullets, 
and dung beetles even throw their squidgy 
balls — we’re used to getting all kinds of 
s**t thrown at us in shoot-’em-ups but this is 
ridiculous! Anyway, It all makes a refreshing 
change from the usual spaceships and 
aliens, and the plant-filled backdrops are a 
lot more attractive too, though stray bullets 
can be hard to spot. 

Power-ups are essential to get anywhere. 
Collecting flowers dropped by dead bugs 
highlights the next most powerful weapon 
icon at the base of the screen. You can 
either select the current 
power-up, or collect more 
flowers for a better one. 

Beautifully presented and 
Incredibly compulsive, 

Apidya's a game to really bug 
you. 










BLOOD 

MONEY 




BLASTEROIDS 

■ Kixx 

■ This updated Asteroids adds a neat cooperative 
two-player mode and a much better long-term 
challenge. This entails clearing each of up to 16 
sectors per galaxy. These contain various enemy 
ships, and different sorts of asteroids. Including 
expanding ‘popcorn’ ones and others 


■ Sizzlers 

■ As with many good two-player games 
Blood Money features cooperation to beat 
the baddies, but also competition to collect 
the cash they leave behind. This is spent In 
the regularly appearing shops to buy all 
manner of multi-way missiles, energy, and 
lives. 

The horizontal scrolling occasionally 
switches to vertical, forcing you to squeeze 
through pulsating gates. Despite the slow 
pace, the sheer number of enemies and 
gun emplacements make life difficult for our 
sluggish craft. 

Each of four levels has a unique look and 
feel, enhanced by a change of 
transport: helicopter, 
submarine, jetpack and 
spaceship. You even get a 
choice of two starting levels, 
but completing just one Is an 
epic challenge. 


containing leeches which home in on your ship! 

A choipe of three ships and a host of power- 
ups make things more Interesting. The latter 
include a cloak of invisibility and the 
spectacular RIpstar which spins 
your ship, emitting streams of 
fire. Two players can even dock 
their ships together for extra 
power. Good fun. 












































■ The horizontally scrolling, run-and-crawl 
action’s reminiscent of the ancient Green 
Beret Shootouts with enemy soldiers are 
realistic, with your geezer diving for cover 
from rolling grenades and gunfire. You can’t 
go blasting mad like Rambo, as ammo’s 
very limited — more (and extra weapons) 
can be found by searching dead 
bodies, or exploring buildings. 
Tension’s further increased by a 
tight time limit. 

12 missions range from an 
assassination to blowing up a 
bridge. First you must select the 
right equipment from the armoury: 
containing guns, rocket launcher, 
grenades, etc. ^ 

It’s a great game 
for those who like 
more thought to their 
blasting. A Save Character 
option aids long-term appeal. 


■ Loriciel 

■ This ultraslick platform shoot-’em-up 
features stunning parallax scrolling of 
incredibly colourful backdrops, excellent 
character animation, plus a scintillating 
Chris (Turrican) Hulsbeck soundtrack. The 
muscular hero emits some wonderful 
grunting speech as he collects gun power- 
ups and bonuses. The latter Include clocks 
to top up the time limit, temporary shields, 
and keys to open doors. 

As well as wild beasts, birds, and 
dragons, there’s a plethora of traps: acid 
drops, falling barrels, spikes, and flames are 
all lethal. It all looks very pretty, and the 
platform-leaping blasting’s pretty addictive 
too. Add to that alternate jet-pack flying 
levels and eye-popping end- 
of-level guardians to 
annihilate and you wind up ^ 
with an excellent blast. ’ 


INSECTS IN SPACE 


■ 21st Century 

■ Possibly the most attractive main sprite ever, St Helen’s a big girl, and none too modest 
with it! However, the up-front graphics are overshadowed by compulsive Defender-style 
gameplay. 

On each wraparound, horizontally scrolling level, babies are under attack from nasty 


■ bees. You must prevent them from picking up and stinging the little tots. 

A twist is provided by the double nature of the levels: there are two landscapes (the top one 
upside down), each containing five babies. So you must scroll up and down to patrol both areas 
— a useful aid here is the warp (created by holding down fire): fly into it and it transports you to 
where a baby’s being grabbed. 

Shoot a bee while it’s carrying a baby, and the 
latter drops back to earth - catch the little rug- 

^ rat before it splats! You can either return it to 

safety, or collect several babies before flying Into 
a warp (while pressing fire) to \ 

collect a weapon power-up or skip 
several levels. It’s all incredibly i 
addictive. . |!l|T|%! 
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FEATURE 


LLAMATRON 

■ Shareware 

■ Jeff Minter’s animal fixation continues in 
this barnstormer, based on the Robotron 
coin-op. Your llama fires its lasers at the 
weird baddies (Coke cans, exploding 
hedgehogs, Rizia papers!) which soon fill 
the screen. The llama’s automatic firing 
enables you to hold down fire to lock its 
direction, so you can shoot a different way 
to the one faced. 

Not only Is there a great two-player mode, 
but you can even be assisted by a 
computer-controlled robot! 

Whichever way you play, it’s 
pure psychotic (Psychedelllc 
too! — Ed) mayhem. The 
primitive graphics and 
outrageous sampled sound 
effects add to the fun. 


9 
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MIDNIGHT 
RESISTANCE 

■ The Hit Squad 

■ An accurate conversion of the classic 
coin-op, this military romp is another 
enjoyable two-player game. Knocking 
out enemy snipers while leaping over 
platforms and crawling along narrow 
passageways is great fun. The ability to 
rotate your gunfire 360° by holding 
down fire and moving left/right makes 
control tricky at first, but adds an extra 
dimension to the action. 

The scrolling backdrops 
look a little washed out, 
but there are some nice 
large armoured cars and 
tanks, requiring loads of 
hits to kill. Weapon power- 
ups come in handy here. 

Including a flame-thrower, 
smart-bomb, missile- 
launcher, and assorted 
multi-way gunfire. These 
aren’t collected, 
but unlocked 
from their end- 
of-level cabinets 
using keys 
dropped by 
dead baddies. 


PROJECT-X 

■ Team 17 

■ This no-nonsense horizontal scroller has 
waves of aliens pouring onto the screen — 
shoot ’em all to reveal a power-up. 

Collecting one highlights the next more 
powerful weapon/effect at the base of the 
screen: as in Apidya you can choose to 
collect what’s on offer or wait for a better 
one. Speed, guns, missiles, plasma, side- 
guns, magma and lasers can all be 
Improved several times. 

At first, the game’s very tough, as you try 
to kill lightning-fast enemies with basic 
gunfire. Collect some decent weaponry, 
however, and It gets slightly easier. Be 
warned, though, spotting enemy bullets is 
tougher when the screen’s chockablock with 
explosions. And when you die, some 
firepower’s lost. 

An acknowledgement of the game’s 
toughness Is the autofire option and easier 
rookie mode: a good 
introduction to a fast and truly 
furious shoot-’em-up. 
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R-TYPE 


■ The Hit Squad 

■ Though technically outstripped by more 
recent contenders, this old favourite’s 
playability is hard to beat. Most Impressive 

^ is the range of power-ups, most of which 
can be used simultaneously. Gradually 
arming yourself to the teeth adds much to 
the appeal. 

Much of the game’s strong tactical 
element involves using your beam weapon 
(by holding down fire) and 
protective drone to full effect. 

The latter can attach to your 
ship’s front or rear, or be sent 
forwards to knock out 
enemies — especially those 
famous end-of-level blighters.i"^ 
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ST DRAGON 

■ Kixx _ 

■ Not a bad version of the obscure coin-op, this horizontal scroller’s main novelty is 
the dragon under your control. It looks more like a snake with its curling, bullet- 
deflecting tail. With clever manoeuvring you can coil this tightly around the dragon’s 
head for near invulnerability. 

If you can resist this temptation, it’s a fair old blast with attractive backdrops and 
screenfuls of enemies. Most impressive are the large leaping cheetahs and 
spectacular end-of-level cronies — the first one’s a laser-spitting bull! 


SWIV 

■ Kixx 

■ The best vertically scrolling 
shoot-’em-up of all, this is 
pure frenzied blasting from 
start to finish. A cracking two- 
player mode adds even more 
explosive mayhem: the 
amount of things happening 
on-screen simultaneously Is 

incredible. One player flies a chopper which 
can easily fly all around the screen, firing 
forwards. Though his comrade’s jeep can 
fire In any direction, it has to avoid deadly 
ground obstacles and cross bridges over 
ravines etc. 


■ AD* w 


“BBB 


SILKWORM 

■ Tronix 

■ This brilliant horizontal scroller features 
well-designed levels and a great two-player 
mode. As In the later Swiv, this is made 
more Interesting by the different vehicles: 
one player pilots a helicopter; the other 
drives a jeep. The latter is less 
manoeuvrable, but compensates somewhat 
with the ability to rotate the gun in a 180° 
arc. 

Even so, it’s harder playing the jeep — 
unless your comrade helps out by shooting 
some of the ground-based enemies. Mind 
you, there are more than 
enough aerial foes to keep 
both players busy, and on 
later levels the action erupts 
into total destructive mayhem. , 
Devastatingly addictive. 


As well as providing superlative graphics 
and sound, the technical excellence 
extends to an innovative continuous disk- 
accessing system. So there’s no time to 
take a breather between levels; it’s nonstop 
action all the way, on one vast m ^ >3 a 
landscape! And all for under a 
tenner. 








STAR RAY 

■ Logotron 

■ This golden oldie’s parallax scrolling and 
sampled sound FX aren’t so amazing 
nowadays, but the Defender-style gameplay’s 
as enjoyable as ever. 

Far from being a fast-and-furlous blast. Star 
Ray relies more on tactical, skilful shooting to 
prevent alien ships landing on your generators 


and sucking them dry. Mindless 
blasting gets you nowhere, 

destroying power-ups and __ 

disintegrating bombs Into dangerous tiny 
pieces. Contact with enemies and bullets 
rapidly depletes your energy — you only have 
one life, so you’ve got to be careful. 

The slow game pace may not appeal to 
some, but it’s well-designed and by no means 
easy. Well worth the fiver asking price. 






































































TURRICAN 

■ Kixx 

■ Never has a hero been so well equipped! 
Turrican’s weaponry includes grenades, 
mines, energy lines, gunfire and that 
famous laser sword which rotates 360°. 
Power-ups bestow extra lives, temporary 
invulnerability, and rock-rebounding multi¬ 
way fire. 

All this firepower is needed to deal with 
the baddies which swarm ail over the epic, 
multidirectionally scrolling levels. Different 
weapons come in useful for defeating 
djfferent enemies, but you need the lot to 
kill the massive end-of-level dudes. 

Turrican's got the lot: 
graphical and sonic 
excellence, enjoyable 
exploration, intense blasting, 
tactical use of weapons, 
platform leaping — there’s 
even a vertically scrolling 
section. 


WICKED 

■ Electric Dreai 


Dreams 

■ This shoot-’em-up cum strategy game features 
some unique single-screen action. You control a sun, 
blasting at the resident large baddie, and the cronies he emits. 
However, he’s really just an annoyance — the main gameplay 
Involves cultivating good (orange) growth, so it eventually conquers 
Its evil (blue) counterpart. As well as shooting bad growth, 
you must collect and plant the good seeds which regularly 
appear, to create more growth-generating portals. In 
addition, evil seeds must be destroyed before they turn Into 
portals. 

It’s a fascinating, hectic struggle, made more Interesting 
by power-ups/effects and the daily cycle. In daytime your 
growth is quicker; at night evil dominates — so the balance 
of power edges one way, then the other. Totally absorbing. 
It’s the thinking person’s shoot-’em-up. 


TURRICAN 

■ Kixx 

■ Bigger and better than its predecessor, 
this slick arcade adventure-cum-blaster 
even incorporates a horizontally scrolling 
shoot-’em-up, with the hero piloting a 
spaceship. 

On other levels, he’s even better 
equipped than before, with a souped-up 
laser sword and stunning super-smart- 
bomb: in gyroscope form he zips around 
the screen In a destructive frenzy. 

Most impressive are the superbaddies 
which crop up not just at the end, but In the 
middle of levels tool Some of these are 
several screens high — a 
programming feat unequalled 
In any other game. 


XENON 2 — 
MEGABLAST 

■ Bitmap 
Bros/Renegade 

■ With a thumping Bomb The Bass 
soundtrack (released as a single) and 
imaginative graphics, this is a very slick 
shoot-’em-up. Not that the vertically 
scrolling action’s any less impressive. There 
are always plenty of enemy ships we aving 
around the screen, and the 
superbaddies are truly Impressive 
— especially the giant spider. 


Thankfully, your ship can be 
armed to the teeth by picking 
up weapons and power-ups 
dropped by dead aliens. However, the really 
powerful armaments are only available In 
the occasional shop, where collected cash Is 
spent on homing missiles, mines, flame¬ 
thrower and the spectacular Super Nashwan 
Power (though this only lasts ten seconds). 

Even so, five extremely tough, varied 
levels provide a big challenge. It’s a 
Megablast, all right. Watch out for It on the 
forthcoming Bitmap Bros Volume 2 
compilation. 


Z-OUT 


■ Kixx 

■ A big Improvement 
over Its long-winded 
predecessor X-Out, this 
two-player horizontal 
scroller’s very polished. 
It’s much faster-paced 
than R-Type, though 
the power-ups aren’t as 
good — especially in 

two-player mode. 

The speed of the action is Impressive: 
enemy ships and aliens zip around the 
screen at a frightening rate. So the built- 
in autofire feature comes in handy. 

Despite the high technical 
quality, the gameplay 
somehow lacks that 
Ingredient X to make it really 
special. 




VENUS THE 
FLYTRAP 

■ GBH 

■ It’S not exactly the fastest, most furious hori¬ 
zontal scroller but Venus has a certain charm. As 
in Apidya the theme is bugs. You play a robotic 
fly which can’t (fly). Instead it crawls along, leap¬ 
ing into the air to reach higher platforms. 

Nasty beetles and hoppers populate the 


ground, while moths and flies buzz through the 
air. Larger insects drop bonus pods when shot: 
collected for extra time, temporary invulnerabili¬ 
ty, and ammo. The latter Is very important: 
though your basic gun never runs out, the more 
powerful weapons soon do. The ability to switch 
between these adds to the strong tactical 
aspect. Possibly the most Innovative fea¬ 
ture is the way your fly can walk (and jump) 
upside down at certain points — very dis¬ 
orientating, but fun! 
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SUPER 
NINTENDO + 
STREET 
FIGHTER II + 
SUPER SCOPE 


MEGA DRIVE 
+ MEGA CD + 
SONIC 2 + 
CD GAMES 


GAME GEAR 
+ TV TUNER 
+ SONIC 2 


ALL THE ARCADE AaiON 
IN YOUR OWN HOME 


AMIGA 
A1200 OR 
AMIGA 
A600 


^\ORE ^ 


STREET 
FIGHTER 
JOYSTICK OR 
INFRA RED 
JOYSTICK 


GREAT GAMES AND A 
T.V. TUNER 


£250 
WORTH OF 
^ GAMES 


YOUR CHOICE! THE CONTROL 
OF THE ARCADE MACHINE OR 
THE CABLE FREE INFRA RED 


ACTION 
REPLAY FOR 
YOUR 
MACHINE 


HARLEY 

DAVIDSON 

GEAR 


THUNDER- 
BIRDS- 
MODELS 
PLUS TRACEY 
ISLAND 


INFINATE POWER, INFINATE 
LIVES BECOME INVINCIBLE 




OWKl A MARLEY RAVIOSON 
JACKET WORTW 


LIMITED EDITION 
REPLICAS CAN BE YOURS 


IMS Ltd, P.O Box 28, Northampton NN1 5DS. Calls cost 36p (Cheap) 48p per min (ether times). Multiple choice 
questions. Max possible cost £3.60. Please he sure that you have permission to make this call. Ends 30.6.93. 
Nintendo, Sega, Amiga, Street Fighter II, Sonic 2, Action Replay and Harley Davidson are all registered trademarks 

of their respected companies. We are not related or endorsed hy them. 








THE qUIVEfliNc 



the aiiic»ing 
^artwork. Gasp as^ 
p you slaughter your 1 
mate in a heaa-te- ^ 
head. Marvel at the 
cleverly-designed 
fantasy world. Faint 
when you realise 
you've got a packet 
on the cover for free! 

Steve Jackson's 
BATTLECARDS are 
here, and they're 
here to stay says J 
i IAN 'SCRATCH J 
Ik AND SNIFF' ^ 

1^^sborne...,^H 


THE WHITjf : ^ 
NIN5ULA (^J ^ 


HANG INC 

TowrK 


MHUR- 

DOKR 


FYNCHI 




PCA.HS 


CRADDt 


.NTIA 

SiUSH S\ 


LAKE I ■ BAROr 

SPAGETTH 

liHINGU, 

'liBLACKWAU.' 

castle 


♦■ZnUTT 


WOO JXS I 

hollI 

NEGCAO. 


:khu/im 


•hoadle twee 


•ZTYKK 


J X PtoUNT^AUI^BON 


BAlNl 

PENIN^ 


NO 


T rading cards are a multi-million dollar 
industry in America. Footballers, 
baseball players, even famous 
murderers are sold and swapped all over 
the States, and with rare cards costing 
several thousand dollars each an equally- 
lucrative forgeries market is rife. 

However card-barmy as our stateside 
cousins may be (or maybe just plain 
barmy), unlike American exports such as 
The Simpsons, skateboards and herpies, 
trading cards never really caught on in the 
UK. But now all that could change. Games 
Workshop co-founder. Fighting Fantasy 
writer and top wargame designer Steve 
Jackson has teamed up with Merlin 
Publishing to produce Battlecards, a 
swords-and-sorcery card collection with a 
difference! 
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FEATURI 

iHE GAME! 

T he street urchins of Constantia while away the hours 
playing a number of Battlecards games, all of which 
are outlined on two cards in the series — Card Games 
and Yard Games. These pastimes are as much fun in 
■ the modern world as in mythical Vangoria. and offer an 
i excellent way of winning Battlecards from your friends 
(if you're good enough!). 

To play Racing Cards, the contestants line up about 
; three feet away from a wall. In turn, each fires' (flicks 
between index and middle fingers) his card at 
one who lands closest to the wall wins the other caros. 

The curiously-named Smotherers Do Have 'Em is 
also played by firing cards, but this time you don't 
need a wall. The contestants flick their cards until one 
lands on top of another, however slightly, winning all 
the cards in play. A Vangorian version of Scissors. 

Stone and Paper uses the icons hidden under the 
text on the reverse of the cards — swcrd beats fist, 
fist beats shield, and shield beats sv^ord. 
these and more, check out the Yard and Card Games cards. 



I f spells are to be used, each combatant 
chooses (secretly) a set number before 
starting — unequal numbers are permitted. 
Each time an attack reveals a spell symbol, the 
defender is then able to cast a spell by 

scratching off 
one of the six 
spots on a 

mm .' 


spell card. 
Unless this 
reveals a 
miscast 
symbol, 
the spell 
takes full 
effect. 

Each 
spell can 
only be 

once in 


Unlike normal trading cards, Battlecards are 
more than just collectable images. The cards 
(and the world In which they're set) form a 
complete role-playing game in itself, with heroes, 
villains, monsters, quests, treasure, magic, and 
everything else you expect to find in a 
Tolkienesque fantasy game. 

Wilted Continent 

Battlecards Is set in the land of Vangoria. a wild 
and dangerous continent split asunder by 
warring factions. After the death of the 
Sorcerer Emperor Vangor. his three sons 
fought bitterly over the throne. Each allied 
himself with one of the three forces dominant in 
the continent: Justice. Chaos and Evil. It's on 
this shattered land the blood of the Battlecards 
is spilt! 

In such violent and dangerous territory, fights 
to the death are common. These are decided 
using a unique ‘Scratch & Slay’ combat system, 
using the same scratch-off ink found on lottery 
cards. Combat moves, spell casting, trading 
and treasure collection are all utilised in this 
way. When two ‘champions' (heroes or 
monsters) cross swords, battle commences as 
follows: toss a coin to see who starts (or play 
one of the many card and yard games outlined 
elsewhere). The first player to strike then 
scratches off one of his opponent s head, 
body, arm or leg spots (see illustration), 
revealing a blank space (miss), a shield or 
spell icon (treat as blank in the basic gamel or 
a wound. Play then passes to his opponent, 
who does likewise. 

After the second and subsequent wounds, 
the attacker scratches one of his opponent's 
‘life' boxes. If a skull and crossbones is 
revealed, the fighter is dead, and the stricken 
warrior's card becomes the property of the 
winner. As well as being a valid collector's 
card, each win also carries a bounty — scratch 
the ‘purse' spot to see what you've won! 

Role Call 

However, there's more to Battlecards than 
just scrapping. Within the set there are also 
ten Quest cards, consisting of puzzles solved 
through searching other cards for clues or 
symbols, eg in ‘The Rings Of Harrak-Bur' you 


A fter the death of the Sorcerer-Emperor 
Vangor. the Continent Of Vangoria was 
thrown into a state of anarchy and strife. As the 
forces of Evil. Justice and Chaos slugged it out 
for the crown, the continent split into four 
separate territories. 

Separated from the Southern Kingdoms by the 
Jharn Peaks. The Darklands are dominated by 
the undead hordes of the Lord of Darkness to 
the East and tribes of Hill Goblins to the West. 

must search for five magical rings stolen 
during the sacking of Vangor's Capital at 
Constantia. The rings are printed on other 
cards — but can you find them? 

Solving a Quest entitles you to a reward, a 
sum of gold collected by sending your solution 
to the publishers. This can be used to buy rare 
Wondrous Treasure' cards such as the Orb Of 
Shantos or the Amulet Of Eternal Beauty. They 
do appear in packs, but only very rarely (they're 


South-West of the Darklands is Quaine, home 
of the noble Prince Gallant, sworn enemy of the 
evil sorcerer Lord Vengeance. 

The Eastern territories are a wilderness of 
demonic creatures, savage warlords and 
Barbarian Warriors forever locked in tribal wars. 

To the South lies Zittonia. ruled by Zheena 
Nightshade. High Priestess of Gargantua. the 
god of evil. But the forces of truth led by Aragon 
Trueblade have begun to weaken her hold... 

supposed to be valuable treasures after all), but 
can always be found in Robyn Steele's Trading 
Post as outlined elsewhere. 

There are 149 Battlecards to collect, and they 
are available from all good newsagents, comic 
and game shops. At 50p for a set of eight 
they're far cheaper than most coliect-and- 
swap outings, so what are you waiting for? 
Unsheathe that sword and get slashing right 
now! 



ISSUE THREE MARCH 1993 AF 













SUK>iU> 




TRADING POST 


BAKBARIAM 

JWORDSMAK 


ALLCalANCC: 

^ANVINCENT 


McCAlO 


Basic Combat Rules 

BatUcCifds are designed with a unique scratch-off combat 
system. Here's how to nght battles with a friend: first choose your 
fighters. Decde whether you will pay for any stakes (eg cards 
from each others' collections). Toss a com to see who strikes ftrst. 
Whoever starts scratches any one of bs opporwnfs body area 
spots (riMD, ARM. LCQ or BODY spots only) If there ft a BlARh 
space beneath, the blow has missed If there is a WOUflO Symbol 
[■f], the blow has strucki Mote: You wtt lind other symbols. Treat 
these iB BIALIKS m the Bast (Same Mow it Is your opporent's 
turn to stnhe; ConOnue to take it in turn to watch each others' 
;<>ot3. A fighter with TWO Wounds showng e seriously iriured. 
Scratch one of nis Lire fyjnesl A Wank means he 6 stiH alive; a 
5MULL & CR055Q0Mt5 means he's deadi If he survf/es, a Ilf C 
box IS scratched for EVCRy<jfther wound he suffers Whena 
fighter dies,, ra dead body (card) plus any prue at stake a g-ven 
lo the vttof and the battle is over. Mow much is m his Purse? 
Dead bodies are VALUABtC! See other cards tt> dBcover: Mow to 


CmoDACHILU 


Each Advanced Combat card (there are eight 
in all) specifies a target for your attack (legs, 
head, etc) and two areas for defending. On each 
round of combat players secretly select a card. 
Both are shown together and the attack Is 
resolved; eg if your card attacks to the head and 
your opponent defended head and arms, 
you missed. If you attack 
arms and he defended legs 
Sw/' ^ body, you’ve scored a 

hit scratch an ‘arm’ 

When all Advanced 

exhausted, pick them up and 
start again with a full hand. 

basic combat the 
battle continues until a 
hII combatant is killed, though if 
both fighters die in the same 
round purses are exchanged 
but no stakes are won. 


W ant to add a little spice to your battles? 

Advanced Combat cards allow 
you to do just that! ^ 




(Quest reward credits, stricken fighter’s purses, etc) to 
the publishers and they’ll send you the treasure card 
in question. 


On the reverse, the champion’s 
details and combat rides are 
outtinedji and the artist’s . 
sipnature dlsptay^^ 


At the heart of the Battlecards Combat icons 
combat system are tta‘Scraleh are covered 
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BARBAR1 AN^Sk. 


^ LEQ Jm 


it Duy Uie rare worvarous ireasuro (.arco; i^;w w umy v 

R Advanced Combat System. Mow to bring Sheldsand Magic Spt- 
g^nto battle; Multiple card batCes and other secrets of BattieCffds^Sl^^ 
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118a Palmers 
Road 

New Southgate 
LONDON N11 1SL **”• 2733 


CREDIT CARD HOTLINE: 

081 889 9172 

ENQUIRY/ORDER LINE: 

081 381 5730 

24 HOUR FAX LINE: 


BflMAP BROTHERS VOL 1 

only £16.99 

Xenon, Cadaver and Speedball II 

DREAM TEAM orty £16 l99 

Terminator II. Simpsons. WWF 

RAV»IQ MAD only £18J89 

Mega Twins, Rodland, Robocod 

6mMPK 3NS only £13J9 

Jahangir Khan Squash, Man Utd and W.C 
Boxing Manager 

SOCCER MAMA only £11SQ 

Football Manager II, Gazza's Soccer, Football 
Manager - W.C. Edition. Microprose Soccer 

POWER PACK II only £17M 

Predator II. Battle Master, Wings. It Came 
From The Desert 

BIG BOX only £15JQ 

Captain Btood, Tin Tin on the Moon, Safari Guns, 
Teenage Queen, Bubble Plus. Purple Saturn Days, 
Krypton Egg, Jumping Jackson, BoBo, Hostages 

TEST DRIVE 1 COLLECTION only £20.98 

Muscle Cars, California Challenge. European 
Challenge, Duel, Super Cars 

BIG BOX N only £19S9 

Back to the Future III, R-Type, IK-i-, Real 
Ghostbusters, Def of the Earth. TV Sports 
Football, Shanghai. Armalyte, Sinbad, Bomboozal 

BOARD QEMUS only ei7JB 

Deluxe Monopoly, Deluxe Scrabble. Cleudo 
Master Detective and Risk 

4 WHEEL DRIVE only £19J9 

Lotus Esprit, Celica GT4 Rally, Team Suzuki 
and Combo Racer 

POWBI PACK only £14J9 

Xenon 2. TV Sports Football, Bloodwych and 
Lombard Rally 

HOLLYWOOD COLUECnON otiy £ 18 JB 

RoboCop, Ghostbusters 2. Indiana Jones, 
Batman the Movie 

RAMBOW COILECTK3N only £ia99 

New Zealand Story, Bubble Bobble. 
Rainbow Islands 

COMBAT CLASSICS only £20 J8 

F15 Strike Eagle II, 688 Attack Sub and Team 
Yankee 

MAX EXTRA only £17J0 

Turrican II, ST Dragon, SWIV and Night Shift 

NMJA COUECnON only £13S9 

D. Dragon, Shadow Warrior. D Ninja 

BITMAP BROS VOL 2 * only £16J0 

Xenon II. Speedball II, Gods, Magic Pockets 

SUPBl HEROES only £17 j99 

Strider II, Indiana Jones. Last Ninja II and Spy 
who loved me 

AWARD WMNER8 only £16S0 

Kick Off II. Pipemania. Space Ace and 
Populous 

2 HOT 2 HANDLE only £18.99 

Golden Axe, Total Recall, Shadow Warrio, 
Super Off Road Racing 

SHTRATEGY MASTER only £21.90 

Deuteros, Populous, HUnter, Chessplayer 
2150 and Spirits of Excalibur 

SUPER FIGHTER 

only £16.99 

Pitfighter, W.W.F., Final Fight 

MEGA MIX 

only £19.99 

Leander, Agony and Ork 

Dizzvrs EXCaXEHT ADVBfTURES only 

£16.99 

Dizzy Panic, Bubble Dizzy, Dizzy Prince of 
Yolk Folk, Spellbound Dizzy and Kwik Snak 

ACTION MASTERS only £14.99 

Turbo Outrun, FI6 Combat Pilot, Italy 1990, 
Weltris and Double Dragon II 

SPORTS COLLECTION 

only £12.99 

Run the Gauntlet, Pro Tennis Tour and World 
Cup Soccer (Italia '90) 

SPORTS MASTERS 

only £19.99 

PGA Tour Golf, Indy 500, Advantage Tennis 
and European Championship 1992 

ACTION PACK only £12.99 

Cosmic Pirates, Rotor, Maya, On Safari, 
Eliminator, Fast Lane, Sherman M4, Hostages, 
Targian and Colorado 

ACTION 5 only £19J0 

Rick Dangerous II, Ghostbusters 11, Gunship, 
Super Ski and Hard Driving 


TOP TITLES 

A500+ 1 Meg Upgrade.£38.99 

A600 1 Meg Upgrade + dock £49.99 

0.5 Meg Upgrade + clock.£25.99 

3D Construction Kit II.£36.99 

4D Sports Boxing.£11.99 

4D Sports Driving.£11.99 

A-Train.£23.99 

Action Stations.£12.99 

Addams Family.£16.99 

Agony.£15.99 

Air Combat Paatrol.£19.99 

Air Support.£15.99 


TOP TITLES 

Deliverance.£16. 

Desert Strike.£16. 

D/Generation.£11. 

Disciples of Steel.£17. 

Doodlebug.£16. 

Double Dragon III.£16. 

Dreadnoughts.£22. 

Dune.£19. 

Dune II*.£19. 

Dungeon/Chaos.£19. 

Dyna Blast.£20. 

Elf.£15. 


TOP TITLES 

Knight Mare + Hint Book.£19.99 

Knight of the Sky.£23.99 

Lawn Mower Man*.£16.99 

Leander.£15.99 

Leathal Weapon.£16.99 

Leeds Utd.. ..£12.99 

Legend + Hint Book.£19.99 

Legend of Kyrandia.£20.99 

Legends of Valour.£23.99 

Leisure Suit Larry II.£14.99 

Leisure Suit Larry III.£19.99 

Leisure Suit Larry V.£26.99 


A Macleans Pool. 

.£16.99 

Epic. 

.£19.99 

Lemmings and Data Disk 

....£19.99 

AMNOIS. 

.£12.99 

Eye of the Beholder. 

.£19.99 

Lemmings II. 

....£21.99 

Amos (Easy). 

.£23.99 

Eye of the Beholder II. 

.£23.99 

Lemmings - Data Disk. 

....£13.99 

Amos 3D. 

.£23.99 

FI 4 Tom Cat*. 

.£18.99 

Lemmings - Stand Alone... 

....£15.99 

Amos Compiler. 

.£19.99 

FI 5 Strike Eagle II. 

.£23.99 

Life and Death II. 

....£20.99 

Amos Professional. 

.£54.99 

F117A Stealth Fighter*.... 

.£21.99 

Links HD.... 

..£23.99 

Amos The Creator. 

.£36.99 

FI 9 Stealth Fighter. 

.£19.99 

Liquid Kids' 

..£16.99 


Another World.£17.99 

Aquatic Games star J Pond...£16.99 

Aquaventura.£13.99 

Arabian Nights.£16.99 

Armourgeddon.£15.99 

Amourgeddon Upgrade*.£10.99 

Ashes of Empire.£20.99 

Assassin.£16.99 

A. T.A.C.*.£23.99 

B17 Flying Fortress*.£23.99 

Bane of the Cosmic Forge.£24.99 

BARBARIAN II (Psyg).£14.99 

Bards Tale Trilogy*.£19.99 

Bart vs the World.£16.99 

B. A.T II.£22.99 

Battle Chess II.£16.99 

Battle Isle.£18.99 

Battle Isle Data Disc.£13.99 

Battle Toads.£16.99 

BC Kid.£16.99 

Big Run.£12.99 

Birds of Prey.£23.99 

Black Crypt.£16.99 

Blue Max.£11.99 

Buck Rogers.£19.99 

Buck Rogers II.£20.99 

Cadaver.£11.99 

Cadaver- the pay off.£10.99 

Caesar.£16.99 

Campaign.£22.99 

Captive.£15.99 

Captive II*.£17.99 

Carl Lewis Challlenge.£15.99 

Castles.£16.99 

Castles Data Disc.£11.99 

Castle of Dr Brain.£15.99 

Chaos Engine.£16.99 

Chase HQ II.£14.99 

Chuck Rock II*.£16.99 

Civilisation.£23.99 

C. Y’s Air Combat.£20.99 


F29 Retaliator.£15.9 

Face Off - Ice Hockey.£15.9 

Falcon.£11.99 

Falcon Mission Disk I.£8.99 

Falcon Mission Disk II.£8.99 

Falcon 3.0.£23.99 

Fantastic Voyage.£16.99 

Fate of Atlantis (Adv).£25.99 

Fate of Atlantis (Arc).£16.99 

Final Blow.£16.99 

Final Fight.£16.99 

Fire and Ice.£15.99 

First Samu/MegaLoMan.£20.99 

Firestone HD Scenery.£13.99 

Flashback *.£16.99 

Flight of theintruder.£11.99 

Football Crazy.£14.99 

Football Manager III.£14.99 

Free DC.£18.99 

Gauntlet III.£12.99 

Global Effect.£16.99 

Goblins II.£19.99 

Gods.£16.99 

Golden Shot.£16.99 


G. Gooch Cricket... 
Graham Taylor.. 


...£21 

...£15. 


.99 


...£23. 

...£20. 

...£16. 

...£19. 


Grand Prix (Formula).£23.9 

Gunship 2000. 

Guy Spy. 

Harlequin.. 

Harpoon (1 Meg).. 

Harrier Assault AV8B.£23.9 

Heimdall.£23.9 

Hero's Quest (Grem).£16.9 

Hill Street Blues.£15.9 

Historyline 1914-18.£16.9 

Home Alone.£23.9 

Home Alone Colouring Book.£14.9 

Hook.£15.99 

Humans.£19.99 


Lost Patrol. ..£15.99 

Lost Treasures of Infocom.£29.99 

Lotus Turbo Challenge II.£16.99 

Lotus Turbo Challenge III.£16.99 

Lure of the Temptress.£19.99 

Ml Tank Platoon.£16.99 

Magic Pockets.£15.99 

Man Utd. Europe.£15.99 

M. Ditka Ultimate Football*....£18.99 

Mega Fortress.£16.99 

Mega Sports.£16.99 

Megatraveller II.£20.99 

Merchant Colony.£16.99 

Microprose Golf.£23.99 

Midwinter II.£23.99 

Mig 29 Fulcrum.£16.99 

Might of Magic III.£23.99 

Moonstone.£19.99 

Monkey Island.£15.99 

Monkey Island II.£25.99 

Mouse (Switchable).£9.99 

Myth.£18.99 

Nick Faldo Golf.£23.99 

N. Mansell World Champ.£20.99 

Noddy's Playtime.£16.99 

ORBITUS.£12.99 

Qrk.£15.99 

Outlanders*.£16.99 

Pacific islands - T. Yankee II.£20.99 

Parasol Stars.£15.99 

Perfect General.£20.99 

PGA Golf Tour-^.£20.99 

PGA Courses Disk.£10.99 

Pinball Dreams.£15.99 

Pinball Dreams II.£16.99 

Populous II - The Challenge..£11.99 

Populous II + (1 Meg).£23.99 

Premiere.£20.99 

Premiere Manager.£16.99 

Project X.£16.99 


TOP TITLES 

R-Type II. 

Sabre Team 

Savage Empire. 

Secret Silver Blues. 

Secret Weap Luft*. 

Sensible Soccer 92-93. 

Shadowlands. 

SHADOW BEAST II. 

Shadow of the Beast III. 

Shadow Worlds. 

Shuttle the Sim. 

Silent Service II. 

Sim Ant. 

Sim Earth.... 

Simpsons.... 

Sleepwalker*. 

Snow Bros.. 

Soccer Kid.. 

Soup Trek*. 

Space 1889 
Space Ace II 

Space Gun . 

Space Crusade. 

Space Quest 1,11,111, or IV..., 
Special Forces 

Steel Empire. 

Stereo Master.. 

Storm Master 

Street Fighter II. 

Strike Fleet. 

Striker. 

Super Cauldron*. 

Super SWIV* 

Supremacy. 

Sword of Honour. 

Tear Away Thomas. 

Tennis Cup 2. 


..£14.99 

.£16.99 

.£22.99 

.£21.99 

..£19.99 

..£16.99 

..£20.99 

..£12.99 

..£19.99 

..£16.99 

.£20.99 

.£23.99 

.£22.99 

.£23.99 

.£15.99 

.£15.99 

.£16.99 

.£16.99 

.£16.99 

.£16.99 

.£33.99 

.£12.99 

.£16.99 

.£23.99 

.£23.99 

.£20.99 

.£26.99 

.£16.99 

.£17.99 

.£16.99 

.£16.99 

.£16.99 

.£16.99 

.£18.99 

.£16.99 

.£15.99 

..£16.99 


TOP TITLES 

Test Drive III. 

The Games '92 Espana... 
Their Finest Hour. 


...£15.99 

£20.99 

£19.99 


The Manager. 

Thunderhawk AH-73M. 

£20.99 
£21.99 

Thunder Jaws.. 

£16.99 

Tip Off. 

£16.99 

Toki. 

£15.99 

Toon World* 

£16.99 

Troddlers. 

£16.99 

Trolls. 

£16.99 

TV Sports Baseball. 

£11.99 

TV Sports Boxing. 

£11.99 

Turtles II. 

£11.99 

Twilight 2000 

£23.99 

UghI. 

£15.99 

Ultima Martian Dreams*. 

£20.99 

Ultima V. 

£19.99 

Ultima VI. .. 

£20.99 

UMS II. 

£16.99 

UMS II Planet Editor'. 

£20.99 

Universal Masters. 

£16.99 

Uridium 11*.... 

£17.99 

Utopia. 

£16.99 

Utopia New World. 

.£11.99 

Video Kid. 

.£15.99 

Viking Fields of Conquest. 

.£15.99 

Voyage Beyond (S.Crusade) 

.£16.99 

Vroom. 

.£16.99 

Walker*. 

.£18.99 

White Death (1 Meg). 

.£12.99 

Willy Beamish. 

.£15.99 

Wing Commander 1. 

.£19.99 

WizKid 

.£15.99 

W.W F . 

£15.99 


W.W.F. II.. 
Zool 


£15.99 

£16.99 


ADI English 11-12. 

.£16.99 

ADI Eniglish 12-13. 

.£16.99 

ADI English 13-14. 

.£16.99 

ADI French 11-12. 

.£16.99 

ADI French 12-13. 

.£16.99 

ADI French 13-14. 

.£16.99 

ADI Maths 11-12. 

.£16.99 

ADI Maths 12-13. 

.£16.99 

ADI Maths 13-14. 

.£16.99 

Better Spelling 8-14. 

.£14.99 

Better Maths 12-16. 

.£14.99 

Fun School 2 under 6. 

.£6.99 

Fun School 2 6-8. 

.£6.99 

Fun School 2 over 8. 

.£6.99 

Fun School 3 under 5. 

.£16.99 

Fun School 3 5-7. 

.£16.99 

Fun School 3 7+. 

.£16.99 

Fun School 4 under 5. 

.£16.99 

Fun School 4 5-7. 

.£16.99 

Fun School 4 7-t-. 

.£16.99 

Junior Typist. 

.£11.99 

Magic Maths (4-8). 

.£14.99 

Maths Mania. 

.£14.99 

Noddy's Playtime. 

.£16.99 

The Three Bears. 

.£14.99 


3.SD8 DO discs 
with Labisc boxsd In 10's 


10x3.5 

DS 

DD.... 

.£5.99 

20 X 3.5 

DS 

DD... 

.£11.99 

30 X 3.5 

DS 

DD... 

.£15.99 

50 X 3.5 

DS 

DD .... 

.£21.99 

100x3.5 

DS 

DD... 

.£39.99 

Please add 50p per 10 discs when 


ordering to cover P&P 


Cool Croc Twins. 

.£16.99 

Indv Heat. 

.£16.99 

Putty. 

.£16.99 

Cool World. 

.£16.99 

International Snorts Chall.£15.99 

QUEST AND GLORY... 

.£16.99 

Combat Air Patrol. 

.£18.99 

Ishar - Legend Fortress.. 

.£20.99 

Railroad Tycoon. 

.£23.99 

Conflict Korea. 

.£23.99 

Jaguar XJ220. 

.£16.99 

Reach for the Skies. 

.£20.99 

Contraptions*. 

.£16.99 

James Pond III fOo Starfish! £16.99 

Red Baron. 

.£15.99 

Cover Girl Poker. 

.£16.99 

Jim Power*. 

.£16.99 

Red Zone. 

.£15.99 

Cover Action. 

.£23.99 

J. White's Whirlwind. 

.£16.99 

Rise of the Dragon. 

.£15.99 

Crazy Cars III. 

.£16.99 

J. Barnes (1 Meg). 

.£15.99 

Risky Woods. 

.£16.99 

Cruise for a Corpse. 

.£17.99 

J. Madden's Football. 

.£16.99 

Road Rash.. 

.£16.99 

Crystal Kingdom Dizzy.. 

.£13.99 

KGB. 

.£20.99 

Robin Hood.. 

.£16.99 

Curse of the Enchanter. 

.£23.99 

Kick Off II (1 Meg). 

.£15.99 

Robocod... 

.£15.99 

Cryton. 

.£19.99 

Kick Off II (.5 Meg). 

.£14.99 

Robocop III. 

.£16.99 

Dalek Attack. 

.£12.99 

Kick Off III*. 

.£16.99 

Robo Sports. 

.£20.99 

Darkmere. 

.£16.99 

Kid Gloves II. 

.£16.99 

Rod Land. 

.£16.99 


Das Boot.£11.99 Kings Quest V.. 


Rookies*.£17.99 


AMIGA BUDGET TITLES UNDER £10 


3D Pool.£6.99 IK-t-.. 


Altered Beast. 

Arkanoid II. 

.£6.99 

.£6.99 

Indy Last Crusade Graphic.., 
James Pond. 

....£9.99 

,...£6.99 

ATOMINO. 

.£8.99 

Jet Set Willy. 

,...£7.99 

Barbarian. 

.£5.99 

J. Khan Squash. 

....£6.99 

Barbarian II. 

.£6.99 

Kid Gloves. 

,...£5.99 

Batman The Movie. 

.£6.99 

Last Ninja II. 

,...£6.99 

Battlehawks 1942. 

.£9.99 

Last Ninja III. 

...£7.99 

Blood Money. 

.£6.99 

Lombard RAC Rally. 

,...£6.99 

Cabal. 

.£6.99 

Lotus Esprit.. 

....£6.99 

California Games. 

.£6.99 

Manic Miner. 

,...£7.99 

Carrier Command. 

.£8.99 

M. Jackson Moonwalker. 

....£6.99 

Celica GT4 Rally. 

.£6.99 

Midnight Resistance. 

,...£6.99 

Centrefold Squares. 

.£6.99 

Midwinter. 

,...£9.99 

Chase HQ. 

.£6.99 

Moonshine Racers. 

...£6.99 

Cloud Kingdom. 

.£6.99 

Murder*. 

,...£7.99 

Colossus Chess. 

.£6.99 

Narc. 

....£6.99 

Combo Racer. 

.£6.99 

Navy Seals. 

....£9.99 

Conflict in Europe. 

.£7.99 

New Zealand Story. 

,...£6.99 

Continental Circus. 

.£5.99 

Ninja Remix*. 

,...£7.99 

Deluxe Strip Poker. 

.£6.99 

North & South. 

,...£6.99 

Double Dragon 1 or II. 

.£6.99 

Out Run. 

. £6.99 

Dragon Ninja. 

.£6.99 

Operation Stealth. 

...£9.99 

Duel . 

.£6.99 

Operation Thunderbolt. 

,...£6.99 

Fantasy World Dizzy. 

.£5.99 

Operation Wolf. 

,...£6.99 

FI 6 Combat Pilot. 

.£7.99 

Outrun Europa*. 

...£7.99 

F.O.F.T. 

.£6.99 

Pang. 

,...£6.99 

Gauntlet II. 

.£6.99 

Panza Kick Boxing. 

...£8.99 

Ghostbusters II. 

.£6.99 

Pinball Magic. 

,...£7.99 

Ghouls 'n' Ghosts. 

.£6.99 

Pitfighter. 

...£6.99 

Golden Axe. 

.£6.99 

Platoon. 

...£5.99 

Head Over Heels. 

.£6.99 

Plotting. 

...£6.99 

H. H Guide to Galaxy. 

.£7.99 

Predator. 

...£6.99 

Hudson Hawk. 

.£6.99 

Predator II. 

...£9.99 

Hunter Killer. 

.£2.99 

Prince of Persia. 

...£6.99 


Pro Tennis Tour. 

.£6.99 

Puzznic.. 

.£6.99 

Rainbow Islands. 

.£6.99 

Rambo III. 

.£6.99 

RBI2 Baseball. 

.£6.99 

Resolution 101. 

.£6.99 

Rick Dangerous II. 

.£7.99 

Robocop. 

.£6.99 

Robocop II. 

.£6.99 

Rolling Ronny. 

.£9.99 

R-Type. 

.£6.99 

Run The Gauntlet. 

.£6.99 

R.V.F. Honda . 

.£6.99 

Shadow of the Beast. 

£6.99 

Shadow Warrior. 

.£6.99 

Sherman M4. 

.£6.99 

Shinobi. 

.£6.99 

Smash TV___ 

.£6.99 

Starglider II... 

.£6.99 

Stunt Car Racer. 

.£6.99 

Supaplex.. 

£6.99 

Super Cars II. 

.£8.99 

Super Off Road. 

.£8.99 

Super Hang On. 

.£6.99 

Switch Blade. 

£6.99 

Switch Blade II. 

.£8.99 

SWIV. 

.£6.99 


Teenage Mutant Turtles.. 


Terminator II. 

.£6.99 

Thunderstrike 

.£6.99 

Toobin'. 

.£6.99 

Turrican II. . 

.£7.99 

Untouchables 

.£6.99 

Vigilante.. 

.£6.99 

WC Leaderboard.. 

.£6.99 

World Championship Boxing ...£6.99 

Zak McKracken. 

.£8.99 


VISIT OUR 
SHOP 

AT 120a 
MYDDLETON 
ROAD 

WOOD GREEN 
LONDON 
N22 4NQ 
081 889 9172 
SHOP PRICES MAY 
VARY. 


Please make cheques and P.O's payable to Eagle Softwmra. P&P is £1.00 per item in the UK. Name: _ 

Orders under £10 please add 50p per item. Europe: add £3.50 per item. Elsewhere add £4.50 per Address: 
item. New titles will be sent as released and are subject to manufacturers price reviews. E & OE. 

SPECIAL OFFER APPLIES ONLY IF QUOTED WHEN ORDERING. - 


Computer 
Title _ 


-AMIGA- 


Date 

Price 

Price 

Price 

Price 


P&P 

136 Total 

*Not released at time of going to press 


Postcode: - 
Card No; _ 
Exp Date;_ 


Tel: 


Member No:. 


Access Visa Q Cheque P.O’s | | 

Free Membership with First Order. No obligation to re-order 
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I Hyped to the hilt, I 
can’t say I was that 
enthusiastic when the 
finished version of Street 
Fighter II finally arrived 
at the office. Early 
copies were bugged to 
buggery, apparently, 
thereby gaining crud 
reviews in other mags — 
we decided to make our 
judgment on the final 
version, even if it meant 
we were ‘scooped’ — 
although US Gold have 
generously offered to 
replace dodgy copies at 
no extra cost... 

I seem to be the only person in the 
galaxy who didn’t play SF II in the arcades 
and, as such, I couldn’t help wondering 
what all the fuss was about. Surely it’s just 
another beat-’em-up, isn’t it? Wrong! This is 
THE beat-’em-up to, er, beat all others. I 
especially like the way that each fighter has 
his/her own pros and cons. Like the old 
paper-scissors-stone game. It means that 
no matter how competent a combatant is, 
they’re always going to be beatable; if you 
continue getting trounced, simply select a 
different fighter until you discover which one 
best deals with your opponent. Great on 
your own, even better with a 
mate, in this instance it pays if 
you DO believe the hype! I 


I What makes the game 
stand out from other beat- 
’em-ups is a host of 
spectacular special moves, 
like Honda’s Thousand Hand 
Slap, Chun Li’s Spinning 
Bird Kick, and Blanka’s 
shocking electricity. 






AF MARCH 1993 ISSUf THREE 


■ US Gold, £27.99 

T he Christmas hype was enough to 
make anyone sick (if they weren’t 
already, after eating all those mince 
pies!), but you have to admit: Super Nintendo 
Street Fighter II is a darn good game. I 
certainly enjoyed getting beaten up by my 
nephews on it! Even so, the £65 price tag is 
harder to swallow than a turkey wishbone. 

Enter the Infinitely more affordable Amiga 
version. For those unfamiliar with the game 
(what planet are you from?), it’s a one-on- 
one beat-’em-up: an old genre which It has 
single-handedly resurrected. It beats Its 
countless predecessors with the Inclusion of 
eight extremely varied combatants, each with 
their own unique fighting style and a host of 
special moves. 

For example, Blanka Is a Brazilian rain¬ 
forest monster who, apart from plenty of 
standard leaps, punches, and kicks, can 
electrify his body to fry his opponent! He can 
also perform a nifty rolling attack, and even 
bite his opponent on the face! 

Six onto one 

Of course, performing the Incredible amount 
of moves available was easy on the SNES, 
using its six fire buttons. The big challenge 
for an Amiga conversion was always going to 
be how to achieve the same with a single 
button. Well, programmers Creative 
Materials have done an admirable job. On a 
normal joystick, you can access moves with 
most of the eight directions (punches in 
forward directions; kicks backward). You get 











































I The coin-op’s bonus sections are 
even included: flaming oil drums 
(above), rolling barrels (below), and 
car smashing (right). 


different moves depending on whether you’re 
standing, crouching, or jumping. 

Things are slightly easier on a two-button 
joypad (you can use Sega and Nintendo 
controllers, but extra buttons aren’t utilised by 
the Amiga’s joyports), with one button for 
punches; the other for kicks. Alternatively, you 
can use a combination of joystick and 
keyboard — or even just keyboard if you 
prefer! 

In addition, when you’re very near to your 
opponent you can perform 
a throw or hold (eg 
Honda’s bear hug) — 
some characters can 
even do throws In mid¬ 
air. One or two obscure 
moves are missing (eg 
Blanka’s rock crush), but 
it’s hardly noticeable durinc 
the frenzied action. 

As In the SNES game, each 
character’s two/three special moves are 
accessed via rapid fire pressing or a sequence 
of directions — some trickier than others. 

HoHrd to bent 

I found just a normal joystick adequate — at 
least after a bit of practice to try out all the 
combinations. Unlike many lame beat-’em-ups 
you can’t rely on one or two moves to defeat 
computer opponents — even on the easiest of 
ten difficulty levels. After choosing from the 
eight characters, you take on the other seven, 
each of which requires different tactics to beat 
(see our comprehensive playing guide on page 
681). If you manage to beat them all, you get to 


fight four even tougher geezers with 
spectacular special moves. 

While the solo game is one hell of a 
challenge, the two-player mode Is where 
Street Fighter II really excels. Trying out 
various combinations of characters (on 
different backdrops) is great fun, even if you 
do have to wait a short while to load them 
from the game’s four disks. As in the SNES 
version, a handicapping system allows 
novices to compete against experts, and 
after each best-of-three bout, a table shows 
the number of 

victories/draws/losses with 
each character. 

Having played both 
versions extensively, I 
can say that the Amiga 
one’s just as 
compulsive, playing 
almost identically to Its 
console counterpart. 
Graphically it may not 
have all the frames of animation, but more 
would’ve lengthened disk accessing 
unnecessarily. The backdrops, while not as 
impressive as the console’s snazzy ones, 
are attractive enough — apart from some 
jerky scrolling. Sound fares better, with 
crunching FX and sampled grunts and 
speech. 

It may not look quite as pretty, but for 
almost 40 quid less, you’re getting an almost 
Identical game. In fact, it’s even got one over 
the SNES version, with the 
inclusion of the coin-op’s car- and 
barrel-smashing bonus sections! rr— || 




I Some of the characters can 
I produce fireballs (above & left), but 
we still love Chun Li the best! 


iHaving played and been suitably 
' impressed by this on the Super Nintendo, I 
couldn’t wait for the Amiga version to come 
out. Well, here It is and it’s something of a 
classic. All the sampled sounds and 
wonderfully detailed graphics are there, and 
the action still remains as fast and furious as 
ever. 

I Possibly the only thing that could prove 
Street Fighter Its downfall is the control 
method. With a joypad (and their multiple 
fire buttons) control becomes simplicity itself 
after a few turns. Unfortunately, as most 
Amiga owners use joysticks I can envisage 
a fair few infuriated fighters struggling to 
access those special moves. Now I know 
what Ryu means when he shouts ‘hadoken’. 
However, it must be said that it’s been 
worked out as well as It could. 

Despite this minor flaw. I’d still say SFII Is 
the best beat-’em-up ever to grace the 
Amiga, with the second best two- 
player option of all-time (Sensible 
^Soccer coming first, of course!), r 


Choose from eight vastly different 
characters and 12 worldwide 
locations for your scrap (whatever 
happened to the car park?). 
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■ Honda defies gravity with a Super 
Head Butt (below), while Indian 
guru Dhalsim stretches his mind 
(and his legs) to beat foes (right). 
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Post- 


Xmas 

hang-overs 
Fhre usually horrid/ 
^but there's one sort' 
we love. They're all 
fUiose games that were' 
leant to hit the shelves! 
in time for Christmas, 
but were somehow 
delayed and are only 
now emeraing from 
Santa's sack. Far from 
j being bad, this is, in fact, 
a very good sign that the 
l^oftware companies have 
taken time to develop 
iroducts fully, rather 
lan rushing Ihem out 
for the lucrative 
Yuletide buying 
frenxy. Just take a 
look at the 
goodies 
coming your 
way... 


£ 


□ Renegade 

A t last! TNs eagerly awaited shoot- 
.’em-up is nearing completion and 
it’s going to be a classic. With a 
plethora of enemies, and weapons to 
shoot them with, simultaneous two- 
player mode and CPU assist. Chaos 
Engine's going to be one of the most 
violent and frenetic blasts seen on the 
Amiga so far. 

While the basic game formula is, 
well, basic, that’s no problem when the 
Bitmap Brothers are around. You’ve all 
seen how they took the vertically 
scrolling theme and made Xenon II 
(one of the greatest shooties ever), so 
there’s nothing to worry about In the 
action stakes. As soon as the FULL 








aw 


M Acclaim 

P ersonally, we thought 
Alien 3 was the 
weaker of the film series. 

Although the special 
effects were good, and 
the director tried to go for 
the ‘less action/more 
suspense’ theme of the 
original movie, it was a 
trifle disappointing. If 
you’ve got any Idea of 
how the plot went, you’ll 
know the heroes didn’t 
have any guns — which is 
why they had such 
problems with the beastle. 

However, using a touch of artistic licence, 
the computer game Is an arcade shooting 
festival with loads of aliens and multiple 
weapons. We were impressed by the Mega 
Drive version, and over the moon to hear it 
was being converted to the Amiga. From 
what we’ve seen of it so far, it looks to be a 
must-buy, with threatening sprites being 
blown to kingdom come, kicking and 
screaming as they go. It all looks very 
promising, although the scrolling seems to 
taken a knock during the conversion. 




version comes in, we’ll give you a i 
review. Until then, you’ll have to look at | 
these lovely screenshots... ^ 


Flair 


II 

■ Mindscape 

P ress releases are often taken with a pinch of 
salt. After all, a company’s hardly going to 
list the faults in their forthcoming releases, and 
It’s all too easy to use the English language to fib 
without actually using any untruths. 

So, lo and behold, another little informative 
wonder winged Its way Into the AMIGA FORCE 
offices. Initially we were sceptical, secondly we 
were puzzled, thirdly we were amazed — 

Captive //sounds good\ Here’s an example: the 
game is played in 4,096 randomly generated 
cities, each with nine segments, 
most comprising over a thousand 
buildings! 

It’s set to be the ultimate 
roleplaying game. Taking control of 
I four droids, it’s your mission to 
rescue people Imprisoned by the 
corrupt ‘Biocorp’. We can’t wait to get 
I wading through the decay, and with 
a release date of March we haven’t 
got that long to go. 




A S the software Industry has developed, 
many attempts at bringing the perfect 
arcade soccer sim to a home computer have 
been made. After all those years, a game called 
Sensibie Soccer arrived that, by all accounts, 
kicked the opposition off the field and blew up Its changing 
rooms. 

Could Euro Soccer be the one to supersede even Sensibie? 
The side-on view’s a departure from the ‘Gospel According To 
Kick Off (whose overhead view inspired many a derivative 
product), and the addition of penalty shoot-outs and overhead 
kicks could make for some interesting action. 

Unfortunately, it arrived a little too late for review, 
but be assured, we’ll be comparing it with the 
opposition during the weeks up until Issue Four. 
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li Krisalis 

ensible Soccer meets the forthcoming Arabian 
Nights? Maybe so, but the Soccer K/’d demo 
weVe played looks good enough to be judged without 
endless comparisons. Both original and enjoyable, It 
an interesting twist to the platform genre as well as plenty of 
opportunity for ball control. 

As you’d expect, the plot Is on the right side of silly (or should 
that be wrong side?), detailing the theft of the World Cup by an 
alien joyrider. After the Cup’s been subsequently smashed and the 
scattered in six different world locations. It’s up to the football-mad 
Soccer Kid to retrieve and re-assemble it. 

Suitably obscure? Fortunately the developers wiped the rabid 
foam off their mouths after writing that little lot and came up with a 
serious contender In the ‘best Amiga platformer’ stakes. Hopefully, 
It’ll arrive In time for a review next Ish and hit harder than a kuart 
Pearce free-kick in the lower abdominal area. Or something like 
that. 
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■ Core Design 

A fter the tremendous multi-format success of Chuck 
Rock, a sequel was pretty inevitable. Perhaps the 
only problem (as we saw it) would be changing the 
game sufficiently to make it a progression, as opposed 
to the usual step sideways (or backwards, even). 

After finishing his adventures in the first game. Chuck 
used his shrewd business mind to market a new design 
for prehistoric cars. His company. Fjord (groan!), 
became a raging success, and the future looked bright. 
Unfortunately (and the brilliant introductory sequence 
details this). Chuck was kidnapped by a rival 
manufacturer desperate to blow out the competition, and 
it’s your job (as Chuck Jr) to save him... 

Chuck Rock !l looks to do what Joe And Mac attempted, 
ie bring a true console-style platformer to the Amiga and 
,make it as stylish as it should be. After all, the Mega Drive 
is a brick, and we can’t have the Amiga outdone by 
that, can we? The demo version we saw was 
nearing completion and played very well, with some 


Mindscape 

T eenage Mutant Ninja Turtles? Pah! — 
how could they be teenagers when they 
don’t sneer? Did any of them argue with 
Splinter about tidying their room or staying 
out late? They were also a tad wimpy and 
compassionate — every time, the bad guys 
would escape relatively unscathed. 

Well, the Battletoads look 
to stick a finger up to those 
infamous reptiles because 
(according to Mindscape) 
they don’t cry, hide, or call 
for help. Battletoads get real 
MAD — and then they get 
EVEN! 

The three toads (namely 
Zitz, Rash, and Pimple!) 
have to rescue ‘the best 
looking princess this side of 
the Mazalllon Star Cluster’. 
To do this, they’ve got 
special weapons and moves, 
from the dodgy-sounding 
Battletoad Butt to the the 
slightly more standard Space 
Board. Of course, the simultaneous two- 
, player option will offer opportunity for extra 
> violence, and the 12 levels should offer a 
lasting challenge to all those willing to grasp 
; j the nettle. 

| : Cowabunga! 




outstanding graphics. Hopefully, this won’t mean 


hours of disk accessing — but if It does, it’ll 
probably be worth it. 
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Davros 
,alek •sop®'- 
Elite Battle D^® 
•Flying Daleks 
•The Timelords 

rp-TefSr 

^MmooredcU 

•Robodogs-Lo 

•Gang Leaders 
Sumo Wrestlers 

!Xtants .Robom. 

•Ogrons •Robots ^ 

, (The companion) 

etc, etc. 


It's the 

year 2254 

and Earth has 

been invaded 

by the most ruthless and 

vicious race in the universe 

THE DALEKS. 




Some features may be omitted from certain 8 bit versions. Screen shots are taken from the Amiga version. 


© BBC 1973 - 1992 Licensed by BBC Enterprises Ltd. Dr. Who and the Dr. Who Logo are trademarks of the British Broadcasting Corg^oration and are used under licence. 


Fax OSOT 790M3 * requires one full meg of memory 


If, after first trying your local software 
retailer you still have any difficulty 
obtaining DALEK ATTACK, please 
send a cheque or postal order made 
payable to Alternative Software to the 
address stated. Payments by Access 
or Visa can be made by phoning 
0977 -780767. 
































rats 

make up your 

three lives, and you can swap between 
these at certain terminals. It doesn’t add much 
to proceedings, but you have to be careful 
during arming. After all, you don’t want to 
spend all of your money on one rat only for 
him to get killed, leaving the other two 
unequipped. 

Rats isn’t exceptional to look 
at or listen to. but has a 
definite charm. But 
despite its lack of any 
serious flaws. If you own 
one game like this, 
you’ve probably seen all 
they have to offer. 
Nevertheless, Rats 
offers better value for 
money than Cytron which, 
underneath the 
graphical glitter, ^|l'’ a] 
features almost identical gameplay. ’’ "r™ 


■ Alternative^^^ 
Software, £^*^9 


T his plan-view maze game involves lots of 
shooting and a little strategy. You travel 
through holes In the 
floor to different levels 
and log onto consoles to 
get extra weapons and 
power-ups. 

Sounds familiar? You 
bet your rootin’-tootin’ 
grandma it does — 
remember Cytron 
(reviewed last ish)? Rats 
is the Inferior of the two. 

That’s not to say it’s a partic¬ 
ularly bad game; far from It. For 
a start, there are more weapons to 
collect, all with their own power and charac 
teristics. These are added during the nifty arm 
ing section, where you see them attached to 
your rat’s battle-wagon. Goodies are bought 
with cash found in the smoking ruins of ene¬ 
mies, while wandering through mazes (graphi¬ 
cally inferior to Cytron). 


If you 

own one game 
like this, you've 
probabiy seen aii 
they have to 
offer 


You won’t be screaming ‘Rats!’ if you buy 
this budget belter. The blasting combat 
action’s an aptly cat-and-mouse affair, with 
you ducking behind scenery to avoid enemy 
fire. Most impressive is the array of weapons 
and orbitals to add to your wagon. The ability 
to swap between your three rats adds an 
extra tactical twist. Even though searching 
labyrinthine levels eventually gets repetitive, 
gradually upgrading your wagons 
to face tougher baddies Is an I ^ , Tl 
enjoyable process. 


TIP TIME! Don’t attack with all guns 
blazing — hide behind scenery when 
the enemy fires, then pop out to blast 
the hell out of them. 





RoboCop 2s a fairly good game, with a 
myriad of well-animated sprites shooting 
the living daylights out of one another. The 
action is frenetic, with large levels offering 
long-term enjoyment. 

However, some annoying glitches almost 
ruin it all. On dying you’re frustratingly 
returned to the beginning of the current level. 
Also, the control method’s tricky: you can’t 
jump straight up into the air. This makes 
jumping between the platforms a [^^ifPPI' 
nightmare, especially when under i ^ it 
fire from every angle. ‘ ^ 


The Hit Squad, 
£7.99 

s movie licences go, this one serves 
! the public trust pretty well. The 

i futuristic version of the Tin Man blasts 

i mobsters galore as he strolls through epic, 

I multldlrectionally scrolling 
j levels, searching for 
' narcotic Nuke capsules 
and hostages. The 
: latter must be rescued, 

: so careful firing is needed 
not to kill them (and incur 
an energy loss) — a tricky 
task when you’re being 
shot at from all sides. 

Robo’s energy level is 
represented by a Coke can 
(gradually getting crushed) — so, fittingly, he 
can recharge by collecting the sugary soda 
I pop from drinks machines along the way. 
i Other notable features include lifts, conveyor 
; belts, hover pads, and weapoa powa&ups for 
^ up to five-way fire. 

I After negoti atii^ an okl w^ehouse (by ao 


means an easy task), you get a breather In a 
maze-style puzzle game, removing Robo’s 
faulty memory chips without backtracking. 
Following a cursor-aiming firing range, the 
frenetic action continues In a massive 
brewery, where you can even drown in a vat 
of alcohol — what a way to go! After another 
puzzle game and firing range, Robo faces 
Harley-riding heavies, ED-209S, and an 
ultimate confrontation with the evil 
RoboCop 2. 

For under eight quid, you 
sure get a lot of game for 
your money. The main 
arcade-adventure levels 
present a huge blast- 
’em-up challenge, while 
more thoughtful 
sub-levels add great 
variety to the action. Just 
like Nuke, RoboCop 2 offers Instant 
exhilaration and long-term addic¬ 
tiveness! 


Don’t shoot the waving 
hos'^^as — rescue aH ten from the 
fluWevel and you’ll be rewarded with 






















Super-Supersprint 

Supercars II reminds me of the old Supersprint 
arcade machine. Like that game, there are little 
additions such as opening/closing gates to 
provide shortcuts and the occasional ramps to 
jump. The main difference is the 
scrolling tracks and split-screen 
two-player option, each adding 
extra depth to the proceedings 
— plus, of course, the 
weapons. 

The change of perspective 
hasn’t made it a better game 
than Lotus — more of a step 
^ sideways and off at a tangent 
— but it’s still a well- 

smart racer, and a bargain at the jl' ' >0 1 
budget price. I 


W ouldn’t racing be easier If you could just 
blow your opponents off the road? 
Created by the programmers of the 
Lofi/s series, Supercars II 
allows you to do just this 
in the racing equivalent 
of Smash TV. 

Viewing the track and 
cars from above, you must 
finish in the top five to 
qualify for the next race. 

Championship points and 
prize money are awarded - 
more can be won/lost in the multiple- 
choice interview with a policeman, journalist, etc. 

Money’s spent on repairs and some interesting 
power-ups, including extra speed, armour, and a 
host of offensive weapons. Of course, this means 
higher qualification places can be reached through 
blowing up the guy in front, but driving skill is still 
the essential element in winning a race. 


Driving 

skiii is stiii the 
essentiai 
element 


TIP TIME! Always repair your car 
before buying weapons they’re no 
good if you get destroyed. 


Supercars II is one of the most 
Lt L T Pl^y^ble two player games you can 
get. As in Lotus, there’s a fascinating 
- mixture of competition and 
cooperation between the players. The former is 
even more intense with the addition of weapons, 
but you can’t get too carried away: one of the 
players must finish in the top five to allow both to 
qualify for the next race. It’s gripping stuff. 





■ GBH, £7.99 

I f you’re familiar with football management 
games, you’ll know roughly what to 
expect. WCBM is a pointer-driven product, 
based around 
several screens 
offering either 
information or 
options. You start the 
game with the 
opportunity to sign up to 
five potential boxing 
heroes, each with his own 
attributes and weaknesses. 

After setting up the contract and 
fiddling with the necessary parameters, you 
can begin training — an essential part of the 
boxer’s career. 

Are yo« starinci civ: v 
missus? 


well as ensuring your man has a chance of 
winning. Having come to an agreement, you 
go through the formality of Informing the two 
boxing federations that a fight will take place, 
and you can go and observe the bout... 

It’s not exactly the most enthralling 
management game I’ve seen yet, 
but neither is it the worst. The 
text-only match 
commentary is pretty 
unastounding, but I 
suppose it serves Its 
purpose. The main 
problem Is that 
WCBM has no real 
feeling of weight. It 
plays well, but seems decidedly 8-bit In its 
architecture — it’s very shallow due to the low 
number of options. Nevertheless, 
on budget it’s certainly a contender 
for your money. 




Now all you need is fights. Clicking on the 
tetephone brings up a list of rival promoters, 
You’ve got to bargain with these to get a 

price, as 



TIP TIME! Ask your shapely 
secretary for every file possible — to 
keep up on all the boxing information, 
of course... 




HARD LEFT HOOK TO THE HERD 
DODGED 

LEFT JRB TO THE HERD BLOCKE 
HRRD RIGHT HOOK TO THE BODY 
DODGED 


I SPEED UPn pi 
I SLOW DWN^ r 




_ Programmers Goliath Games made one of 
the best football management sims ever in 
Tracksuit Manager. Sad to say, that game’s 
tactical complexity is completely lacking here. 
Training your fighters and setting up fights is a 
simple affair, and the big fight’s a terrible anticli¬ 
max. Once your fighter’s in the ring, there's little 
you can do to help him. Working on 
his bruised face between rounds is 
initially amusing, but tactics are limit- | 
ed to a handful of fighting styles. i., .Uli .. 
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$t400 


V^oveifients 
and actions are ^ 
nose-bleedingly j 
^ accurate 
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nose-bleedingly accurate in their 
implementation. You honestly feel you’re being 
kicked in the groin by an adrenalin-crazed thug! 
Picking up and throwing chairs, crates, even your 
opponent, is also great fun. 

The only flaw is that the controls are a little 
sluggish at times. Even so, Pit-Fighter "apMW 
Is a bargain on budget. You’d be a I ^ ' a] 
lunatic to miss it. I 


TIP TIME! Pick 
up ail the objects 
lying around and 
chuck them at your 
opponent — If you 
don’t, he will! Look out 
for the power pills 
found on the later 
levels. 


SMASH 


■ The Hit Squad, 
£7.99 

T his barbaric gameshow has one or 
two contestants greedily grabbing 
goodies while under attack from 
gun-toting snipers, 
snakes, electro-balls, 

I tanks, and even 
exploding geezers. 

The shoot-’em-up action 
takes place within the 
confines of a single screen 
so slick manoeuvring is needed 
to avoid the swarming baddies, 
bullets, and mines. Power-ups are an 
essential aid, including multi-way fire, 
rockets, a protective ring of fireballs, and 
; shield. 

Kill all the enemies which stream out from 
' the doors and you can exit to the next 
screen (you often have a choice of route). At 
the end of each of the four levels, there’s a 
massive superbaddie to smash. 


Programmed for the American NTSC 
television standard, when played on UK (and 
European) PAL TVs a huge black border 
appears at the bottom of the screen, and the 
graphics all look squashed. However, this 
can be rectified by twiddling your 

TV/monitor’s vertical expansion 

knob, or typing NTSC on Action 
Replay. 

On the playability front 
t’s not quite right either, 
with extremely 
generous collision 
detection. The ability 
to run unscathed 
through hordes of 
enemies Is perturbing. Another flaw Is 
the way prizes appear over the top of mines, 
completely obscuring them! 

It still plays pretty well, but somehow lacks 
the feel of the coin-op. Even the ‘rip-off 
Public Domain version captures 
this better, though that only has 
one level. i 


T%i blAMamv TIME! Keep on running — 

■ w r you’re more likely to get hit when 

This is one game I’ve played on virtually standing still. Don’t be greedy though: 

every format going and, sad to say, the survival is a lot more important than nice 

Amiga conversion’s the most disappointing. prizes! 


■ Smash TV on the Amiga is a strange affair, 
completely lacking the brutal atmosphere of 
the coin-op. Don’t get me wrong — It’s by no 
means a terrible game, just a mediocre con¬ 
version with some of the worst crowd noises 
I’ve heard since the 8-bit ‘white noise’ sound 
effect. 

For a budget game, it’s not that bad. And if 

you’re a fan of the original, there’s _ | 

enough here to keep you (moder- |j|y|R| 
ately) satisfied. ■ ISSIS 


It's a knockout! 

All the same, it’s only a game and the action 
is only pixellized — at least until you start the 
two-player game. Here you team up against 
two opponents per level — well, you’re meant 
to... Many an argument is started by running 
off and leaving all the unpleasant business to 
your partner. Knocking him down doesn’t 
improve the relationship either, though this Is 
fair enough in the player-vs-player grudge 
match after every two levels. 

The character movements and actions are 


R The Hit Squad, 
£7.99 


T his is the most violent beat-’em-up I’ve 
ever played. I wasn’t expecting it to be 
too good, especially after the disastrous 
SNES version, but the Amiga game excels. 

Pit-Fighter \s cool. Never before have I seen 
a game that gives such a feeling of weight 
behind the characters’ movements. Little 
touches like the spray of blood following a 
hefty kick to the nose are great — although I 
can’t help but think certain parents will 
disapprove strongly. 


^ There’s nothing like a teiital beat-'envip, 
and there’s none quite so brutal as Pit- 
Fighter. The Amiga conversion compares 
very well with the coin-op and Mega Drive 
version, although the solitary joystick button 
means utilising all the diagonals for the 
many moves. With practice this is no prob¬ 
lem, and you’re soon bashing the excellent 
enemies, collecting weapons, and throwing 
things around. Ifs a lot of bruising fun, 
especially in two-player mode, 


with the fighters often knocking 
each other down ‘accidentally’. ■ 


On 


the 


H t 


Squad 


label 


the 


price 


IS 


right! 


So 


come 


on 


down! 




















■ Massive levels, 
ace animation and a 
slick control method 
— what more could 
you want? 


Switch weapons t , — 

The main improvement is the ability to blast 
foes. This is much more satisfying (and quicker) 
than the original’s mainly beat-’em-up action. 
Your basic gun can be upgraded to a shurlken, 
laser, or flame-thrower. Other potent power-ups 
include a swirling dragon weapon and a 
homing missile. Weapons can either be 
collected or bought in the occasional shop. 

If the game pace were as sedate as 
Switchblade's, this would make life far too 
easy, but the baddies have also been 
improved, firing missiles and lasers Instead of 
just waiting to be hit! The sequel’s souped-up 
action makes for greater playa- 

bility, though It’s still | ^ 

^ nothing spectacular, 


T ake the original Switchblade, give the 
hero a gun (attached to his cyber-arm) 
and this Is what you get — maybe it 
should’ve been called ‘Switchgun’l 
The heart of the 
gameplay is still the 
exploration of epic 
labyrinthine levels (six of 
’em here), with sections 
blacked out until you visit i 
them. As before, this 
helps avoid accidental 
backtracking. There are 
also many secret rooms to 
find, opened by smashing 
destructible walls. 

Ladders enable you to climb 
around the many platforms, though the 
hero can jump almost to the top of the screen 
If there are no obstacles (by pulling the 
joystick down, then up). 


TIP TIME! Try 

1^ blasting all the 
^ walls: some of the 
destructible ones 
guarding secret rooms 
are unmarked. 


The hero may think he looks clever with 
that gun arm, but if the guy can’t fight while 
he’s standing on ladders, there’s really not 
much hope for him. I’ve got so used to sprites 
like Krusty the Clown who can jump and fire 
anywhere, that to be confronted by a 
moderately unresponsive sprite is a veritable 
nightmare. All the same, it’s a good. If 
unastounding, platform game and 
a fair old challenge for mappers r ^ 
and joystick junkies alike. ^ 


plciyability 


■ GBH, £7.99 



S quash isn’t the easi¬ 
est sport to simulate. 

Much of the real 
game depends on the fit 
ness of the players. Without 
this factor, a computer sim 
must rely heavily on the lim¬ 
ited tactical aspect: varying 
your shots to catch your 
opponent off guard, and rico¬ 
cheting the ball off several walls 
to confuse him further. 

Ja/iang/r implements this well, though 
you can only angle shots in 45*" increments, at 
one of three strengths. This makes it even 
harder to surprise your opponent, leading to 
some very long rallies. Changing the ball to a 
less-bouncy one helps avoid this. 

Social climbing 

If you’ve got the stamina, long-term appeal is 


most 


Jahangir 
makes the 
out of rather 
limited 
gamepiay 



enhanced by an eight-rung league ladder 
comprising up to 40,computer/human 
players. Winning a rriatch enables you to 
improve one of your skill ratings. You can 
also watch other players’ matches, check 
their stats, and save the league. 

Alternatively, practise your strokes 

against a friend, or compete in 
the World Championship. 
With Its host of game 
options, Jahangir 
makes the most out 
of rather limited 
gameplay. Looking 
and playing almost 
identically to its 8-bit 
cousins, it’s not the 
greatest sports sim 
ever, but bhI:: 

it’s near J ^ ^ Ij^ 

perfect for unfit squash fans. - 



TIP TIME! Return to the centre of 
the court after every shot: wherever 
your opponent then plays the ball, 
you should be able to reach it without too 
much effort. 
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■ I’d have been very disappointed If I’d 
bought this at full price. As a simulation, it 
loses out because there’s not a great deal 
of shots to make. As an arcade game, it’s 
just too Infuriating. The graphics aren’t 
particularly wonderful either, with sparse 
character animation and an insipid 
backdrop. 

Fans of the sport will probably enjoy it a 
lot more than I did, but there are limitations 
to how well sports like this can be 
converted. Jahangir's about as |UU|R| 
good as you’re going to get. ■ 


















PSTThe IcincTw 
I of game even* 
” your parents 
would approve O' 
g ~ but don^t let 
K that put you ^ 

off! Ja 


■ Above: A barren wilderness 
awaits but, as you can see, it's not 
long before civilization takes a hold. 


■ You begin with a 
randomly chosen 
wodge of land (left); 
while below, a funny 
thing happened on 
the way to the Forum! 


); Syria 

Ba7baridns Si^tried 


■ I’m a big fan of Sim City, of which this is very reminiscent. 
Caesar isn’t quite as easy to get into, due to the larger number of 
menus and options. But once you do, it’s extremely absorbing. 
Much forward planning is needed to ensure a good infrastructure 
for your city. It’s a big enough challenge stopping the populace 
from rioting, never mind repelling barbarian attacks. Juggling 
finances, armies, and slaves adds to a tough, but very ez 3 
satisfying, tactical test. Caesar came, we saw. It H||l 
conquered us! ■ *39“ 


Impressions, 


starting the game ■ 
faced with a barren 
wilderness — and an 


RiSjtlflK(SSKIilwniB 
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■ Gremlin, £25.99 

f his multi-player footy management sim 
allows up to four friends to take control of 
GM Conference teams, taking turns to make 
their weekly decisions via icon-driven menus. 

The most important of these enables you to 
pick your team by swapping players — all shown 
with detailed stats, but without set positions. As 
well as several formations to choose from, you 
can also alter your playing style (defensive, 
attacking or long ball). 

A telephone Icon Is used to contact your 
physio, coach, and scout. As well as telling the 
latter what sort of players to look for, you can 
search them out yourself in the transfer market. 
Buying is via a bidding system — In multi-player 
mode, each manager gets to make an offer (so 
no peeking at the others’!). 

Much money’s needed to buy the best players, 
and to improve your ground with floodlights, 
extra seating, better safety, etc. A good way of 
raising funds is by allocating 48 advertising 
boards to various companies (and obscure 
computer magazines). 


Poor match action has !Bt down many a gc 
mapagacaant sim. Not Mmated 


sequences portray the action 
well. A bar indicates how far 
down the pitch the ball is, and the 
player In possession Is named: 
essential information for 
assessing their performance. An 
aid to this Is the status display 
showing each player’s possession time 
and any yellow/red cards received. 

Substitutions can be made at any time, as 
can formation and playing-style changes. This 
Is another Important point overlooked by 
many management games: much of a real 
manager’s work is done on the touchline, 
adjusting tactics to suit the match situation. 

At the end of the day. Premier Manager's 
one of the most comprehensive management 
sims around. There are a surprising amount 
of features, considering the multi-player 
aspect. No-one wants to wait ages f or their 
turn, but the easy-to-use icons I 

speed up the flow of play so this 
isn’t a problem. ® 

If the opposing team is^ 
much better than yours, put five at 
_ the back and use the long-ball game 
4’s not pretty, but at least It gives you a 
-Chance. 


■ Love ’em 
or loathe 
them, 
manager 
games are 
here to 
stay. This 
one offers 
a few new 
options — 
up to four 
players — 
try before 
you buy... 


Some people have an almost physical 
aversion to football management games, but 
I’ve always found them a fair way to while 
away a spare hour or so. Premier Manager 
is a particularly good one, with a wealth of 
factual information and options. My only real 
criticism is the lack of depth in the match 
sequences — It doesn’t tell you enough 
about your players’ performance. However, 
the four-player option is a massive 
bonus, injecting a little competition 
into a solitary genre. ■ 


three (just as well 


Lemmings doesn’t use 


the same principle! — 
Ed). 

But surety sequels 
are meant to be bigger 
and better? Well, while It 
may seem strange to 
reduce the number of 


YeuMIbe 
scratching your 
head one minute 
and iaughing your 
socks off the 
■•^xt! 


■ Coktel Vision, 
£29.99 

T he dropping of an T from the 

sequel’s title indicates that the number of 
goblli(i)ns under your control has 
decreased: two here, rather than the original’s 


Gobliins 2 Is one of the few games that 
manages to be genuinely amusing. Having 
/ not played the original, I can’t comment on 
V improvements, but this is easily one of 
^ HL. the best titles reviewed this month. 

My only real criticism is the over-long disk 
accessing. While I can appreciate there’s a lot 
of graphical code to load in, it’s a tad irritating 
when you’re sitting there, with nowt to do for a 
few minutes. It’s no fault of the programmers 
and doesn’t kill the fun. but lengthy . 
loading spoils the flow of an 
otherwise great game. 


■ Two’s company but three’s a 
crowd, or so they say — and 
judging by this superb sequel from 
Coktel vision, thet’re right! Laughs 
galore and a whole lot more... 


gobliins, It aids the flow of play — 
^ it was a bit tiresome moving 

around in Gobliiins. 

J jfOU“ This time the two chaps 

: don’t possess any magical 
■milWW powers or special abilities 

Hfi VOIII* —they’re a couple of 

"5^ ^ plonkers. Especially 

tn0 Winkle, so clever actions 

, I . are best left to his pal 

r5 Fingus. However, Winkle 

does come in useful’coz 
he’s that bit braver (well, 
stupider!). Most puzzles 
require the use of both characters, often 
performing simultaneous actions. 

Points to a solution 

As in Gobliiins, the Interface is extremely user 
friendly: simply clicking the mouse pointer on 
scenery and objects to interact — or using held 
items on them. Trial and error is needed to 
discover often-strange actions by the characters, 
eg Winkle uses the bottle on the toad by sipping 
some water and spitting it at the poor amphibian! 












































REap awioa roRct 

Max Encumb: E 5 
basx moubj iz 
Bonus tioufi: o 
MBLur: ^ zo 

aiMiNo: zo 

SBBINO! 15 

PETBCTINOI 15 


Battl® Stats 

PlOTOXXBSI 0 
Mbn Lost: o 
Ensmv RillsI o 
Combat Timb: 0 


Paladin ITs overhead view is more 
afunctional than attractive: there’s an awful lot 
of grass, and the buildings are crude. Of 
course, this won’t concern purists — what 
will is the awkwardness of character 
selection. I instinctively kept clicking on 
another party member to try and gain control, 
and on several occasions accidentally 
attacked my comrades! On my first attempt I 
managed to wound two of my men, blast one 
with the orb of lightning, and blow three to 
pieces when the crystals exploded! This 
apart, I was disappointed by the lack of 
interaction with computer- 
controlled characters — it seems IHiMH 
all you can do is kill them. ■ 


wno enter salaam Irs mysteries 
world — just don’t shoot yourself! 


I TiwEi: 




trie -Mtt 
tilLLXt 
Alt'!!'**: 

attc ■»: 

BCLTf J 


well-defined 
characters look 
out of place on 
nondescript 
backgrounds^ 


CvJb S’ioFSl 

Htoid '!’*<?.. C^d^. |i3UC'0 
G *-*' C 'SoucK' £15301 
CoocK £15263 

f'LifWtid Coesh 615105 
Cocch 61506^ 
F'h^iol)viL..>c»pdji 615432 
Scoed. 815105; 

Vc-jilK Cv-acK- 

Jeo 615655 ’ 


The original’s single-screen puzzles have 
been replaced by multi-location ones. From the 
village starting point you’re free to take a look at 
a giant one way, and a wizard’s house the other 
(and entering it). Greater freedom of movement 
reduces the frustration level considerably, as 
does the inability to die. 

The Movement option allows you to instantly 
transport to a distant location without trudging 
through intervening screens. Well, not exactly 
instantly — there’s fairly lengthy disk accessing 
for each location. This isn’t so annoying when 
you see the carfoon-like animation of the 
characters’ hilarious antics, complemented by 
neat sound FX. 

You’ll be scratching your head one minute 
and laughing your socks off the next. Without its 
predecessor’s single-screen, dead- 
end frustration Gobliins 2s a whole ■' ] m 
lot better. 


■ mrnnrnmm oc?C U IC? JJctIUcll, lUliy 

iliustrated solution in this month’s tips 
section! But don’t overdo it — only us( 
it when you’re really stuck. 


■ Impressions^ 


‘movement points’, depleted by performing 
various actions. For example, it takes two points 
to make a character take a step forward and 
one to change the direction he’s facing. Spells 
are also catered for, but can only be cast by 
able party members with a lot of MPs — a sim¬ 
ple fireball spell will set you back around 15. 
The 20-odd missions vary in 
difficulty and content. Each can 
be accessed at any point, 
but it’s advisable to have 
a hard-as-nails Paladin 
before attempting the 
later ones. Believe me, 
you won’t 

_ minutes — but the 
\ \ chance to try is 

_ ) ) welcome. 

I’ve always 
thought strategy 

games are similar to politics in some respects. 
There are some that incorporate arcade 
elements, making them more accessible to the 
majority, while others can be described as 
extremist, appealing to die-hard RPG fans 
alone. Although well-implemented, Paladin //is 
definitely one of the latter, and 
joystick jugglers won’t appreciate 1 \\ 

the lack of action. ’ ‘' ■■ * ■ 


T here are a myriad of missions to 
undertake in this strategy/roleplaying 
game. You’re given the choice after 
waiting for the fairly 

lengthy load to finish, . - _ 

plus the option to create 

a new ‘Paladin’. He’s the 

leader of whatever 

characters you’re given, 

starting off young and 

wet behind the ears and 

improving as his career 

progresses. 

When satisfied with the 
game arrangements, there’s 
another load and the saga 
begins. It strikes you instantly that the 
graphics are quite poor for an Amiga, with the 
well-defined characters looking out of place on 
nondescript backgrounds. For a two- 
dimensional display this seems pretty 
unforgivable, but luckily doesn’t really interfere 
with the gameplay. 


A series of icons on the right-hand side of the 
screen enable displays or actions once the 
mouse button’s been clicked. These are utilised 
throughout the game for character movement 
and manipulation. 

Each figure is allocated a set amount of 


TIP TIMIH Be careful not to attack 
your own men! Use long-range 
weapons (bows, fireballs etc) to soften 
up the enemy before getting stuck in. 
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and setting the 
power and direction 
is easy enough, but 
method 

iWiJiM” :f£r■ 

any other golf sim. A bar on the swing meter 
goes rapidly left to right: you have to double¬ 
click when it’s in the ‘hit zone’. This is fairly easy 
when using high irons, but the zone is much 
smaller for the more powerful clubs — fail to get 
both clicks inside it and your shot hooks or 
slices wildly off target. 

Double-click trouble 

It’S hellishly difficult to hit a straight drive, but 'i 
if you’re feeling lucky you can even try for extra 
power by clicking when the bar’s in the tiny 
''nap’ zone — miss and the 
zone’s reduced even fur¬ 
ther! 

Putting’s much simpler, 
jk but the hair-tearing | 

A frustration that ^ 

H precedes It mars an 
V otherwise well- 
^ presented simulation. 
The ability to put top- 
/backspin on the ball 
even outdoes the 
^Superlative PGA Tour Golf, 
but the latter’s shot-taking method Is 
much more user-friendly, making for ; 
better playability. ^ g l 


■ Grandslam, 
£34.95 

A S charisma goes, Nick Faldo’s on a par 
with Nigel Mansell. Give him a stick and 
a ball, however, and he soon gets in the 
swing. Having won umpteen major world tourna¬ 
ments, he’s dominated 
international golf In the 
last few years. But can 
his simulation do the 
same? 

It starts well with 
options to compete In 
stroke-Zmatchplay 
against up to three 
friends or computer play- 
ers (eight skill levels) on two 
courses. 

This is pretty much par for the 
course, unlike the comprehensive coaching 
section covering putting, bunker play, water haz¬ 
ards, draw/fade, and windy conditions. Your 
tutor is Nick himself, though he (characteristical¬ 
ly) doesn’t say much, only telling you whether . 
you’ve executed the current shot correctly — nol 
analysing what you did wrong. S 

Nevertheless, the coaching option provides a ^ 
handy introduction to a very tough game. 
Looking at the map, choosing your club, stance. 


TIME! Be conservative with your^' 
K ^^dub selection when in a bad lie. It’s bet- 
ter to just scoop the ball back onto the 
fairway, instead of going for too much power 
and mishitting. 


oe And Mac is another in the long line 
of conversions already available on 
dy the consoles and, just like the 
girlfriend-rescuing plot, the gameplay Is of 
a standard breed. After setting out alone or 
with a friend (there’s a simultaneous two- 
player option) you soon find yourself in the 
thick of the action. Countless cavemen 
bombard you with projectiles, while baby 
Pteranodons dive-bomb you with annoying 
accuracy. It’s all good clean fun, with the 
addition of multiple power-ups helping you 
to blast all and sundry. 

Joe and Mac both have four lives, with 
an energy bar for each. Collecting usual 
caveman foodstuffs such as ice cream and 
cakes (?!!) replenishes diminished 
strength. When all lives and energy are 
lost, three continue-plays are available, 
starting you at the beginning of the last 
level reached. 




To my knowledge, this Is the first Amiga 
game to offer a special option for joypads 
(with different-functioning fire buttons). I 
know this won’t be much use to the mainly 
joystick-wielding user base, but it’s great 
that Elite have taken the time to 
incorporate It into the game. Also, the 
control options are very user friendly, 
allowing you to choose how to control the 
essential ‘super jumps’. 


T erry the Tomato’s saucy girlfriend has 
been kidnapped by a pesky squirrel. 
Hopping mad, Terry starts his rescue 
attempt at the base of a huge vine: dodging 
the wasps and falling leaves, - y. 
he can climb up the ^ ^ 

branches. It’s an elaborate 
method of level selection 
really — to start with, there’s 
only one level Icon to enter. 

Complete this and another 
appears further up the vine. 

Finishing a level requires 
you to solve a series of 
single-screen puzzles. The 
aim is simply to get Terry to the 
exit. Controlling him directly would 
be far too easy — instead, you must 
place a limited number of helpful objects on 
screen and set Terry bouncing automatically 
on his way. 

Bounce into action 

Fans blow Terry in the right direction: the 
height at which you place them affects his 
trajectory. Trampolines and jack-in-the-boxes 


Ma 
error is 
to posi 
items ii 
the 


■ You 
should 


seen it; 
honestly, 
it went 
straight 


fairway! 

ZzZzzz... 


It’s practically impossible to 
play let alone review! — a 
new golf sim wittiout constantly 
comparing it to previous 
offerings; and although Nick 
Faldo compares favourably 
with many, it ain’t the best 
we’ve seen... 

Graphically dazzling and 
beautifully executed In design, 
the game’s only real drawback 
is It’s way too easy to sink 
putts, while far too difficult to 
reach the green. Maybe that’s 
not such a bad thing, however, 
as at least it’ll keep you swinging 
into the small hours. 

A bit like nrie on a S'] I j j a 
Friday night! 
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I enjoyed 
playing 
Caveman 

Ninja but I / ' j 
can’t help ^ 

thinking 

there isn’t a . ^.^^1 

great deal ' 
of long-term t 

appeal. The ' 

continue- 

plays and two- A 

player mode 
improve proceed- 
ings, and the change f 
from horizontal to / 

vertical scrolling on I 

certain levels is a I 

welcome touch. \ 

However, it’s a little slow- \ 
moving at times, and the ^ 
frustration level reaches epic 
proportions when you’re being 
bounced between enemies with no 
way of escaping. 

I advise you to try the game out first 
unless you liked It on another .’e 
machine, in which case it’s an j 

excellent conversion, well worth t he ^ 
dosh. ■■ 


R^^rustratioir^ 
P level reaches^ 
epic proportions 
when yov^re 
being bounced 
V between ^ 
enemies 


■ It’s a dinosaur of a two- 
player game, but tougher 
than a Tyrannosaurus! 


■ Looking and playing identically to its Mega 

: is an 


Drive counterpart, Joe And Mac 
attractive arcade romp. There are some flaws, Hi l -i 
however, including your character getting smudged 
while he’s hopping in agony after just being hit! It’s 
frustrating enough without this problem, due to the 
sheer amount of baddies on screen at one time, and the 
often limited space in which to manoeuvre. On the other 
hand, the simultaneous two-player mode is great — I 
love the way you can jump on your colleague’s head 
and even throw him! Good fun, but not perfect. ■ 


a Crack the eggs before 

they hatch into baby Pteranodons. 

Use the superweapon (hold down fire) 
to defeat large baddies. 


i bounce him further, while a box stops Terry in 
his tracks — useful for turning around. 

Early screens are simple, but later ones 
include a plethora of hazards to squash the 
hero’s chances. Bayonet-wielding guards, 
razor-edged balls, and fire monsters are all 
lethal — as is too long a fall. However, Terry 
only loses a ‘life’ when the time limit runs out: 
within this you can have as many goes as you 
like. 

If this sounds generous, let me tell you it 
isn’t. A lot of trial and error is needed to 

position the items in exactly the right 
places. The limited supply of 
^ objects is a key factor. You 
often start a screen with just 
a fan and a trampoline 
and think it’s nowhere 
: near enough — so it’s 
very satisfying when you 
eventually succeed. 
Pass-codes given after 
each screen lessen the 
frustration, and help make 
Bill’s a , 
compulsive and 

unique puzzler. 

TIP TIME! The height of the fans 
can mean the difference between 
success and sauce. For a really long 
leap, place fans near the apex of Terry’s first 
leap. 


■ I say ‘tomato’ and you say... er, 
‘tomato’? Bill’s not the brightest of 
blokes, but you’ve got to admire his 
sauce! Tricky, frustrating fun! 


anci 
needed 
Ion tbe 
exactly 


i Arcade-puzzle games can be great fun 
{Lemmings being a classic example) but 
they really scraped the barrel with this one. 

There’s just not enough to do! Placing the 
objects is a laborious affair, as is seeing 
Terry splat for the umpteenth time. The only 
part that strikes me as being enjoyable is 
the mildly amusing intro sequence where a 
squirrel steals his girlfriend. 

My advice is to wait and get Lemmings 2 
instead and let Bill ketchup with his 
girlfriend under his own steam (or 
should that be juice?). He’s an if 


ugly little blighter anyway. 
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SOnWARE 

SUPREME 


139, HIGH ROAD, 
LOUGHTON, 
ESSEX,IG10 4LT 


TELt 081 365 0344 
EAXs 081 365 1650 

24 HOUR ORDERING SERVICE G PHONE FOR FREE CATALOGUE 0 


COMPILATIONS 


ADI English (11-12] 

ADI English 12-13’ 

ADI English 13-14) 

ADI English (14-15) 

ADI French (11-12) .. 

ADI French (12-13) . 

ADI French 13-14) . 

ADI French (14-15) . 

ADI Maths (11-12) . 

ADI Maths 12-13 . 

ADI Maths (13-14 
ADI Maths (14-15) 

AMOS Easy 

AMOS Professional . 

AMOS the Creator . 

Alien Breed Special Edition .. 

3D Construction Kit 2 . 

4D Sports Driving . 

4D Sports Boxing. 

A Train . 

Action 5. 

Addams Family . 

Agony . 

Air Combat Aces . 

Air Support . 

Air Warrior .. 

Alien Breed 

Alcatraz . 

Alpha Waves 

Altered Destiny . 

Amazing Spiderman . 

Another World . 

Animation Studio . 

Alien 3 . 

Air Bucks .... 

Aquatic Games . 

Aquaventurer . 

Armour Geddon . 

Armour Geddon 2 . 

Apidya . 

Arsenal FC. 

Ashes of Empire . 

Assasin . 

Asterix . 

Archer Macleans Pool . 

A. T.A.C . 

AV 8B Harrier Assault . 

A320 Airbus 
Battle Hawks 
Beast Master 

B17 Flying Fortress . 

Back to the Future 3 . 

Bane of the Cosmic Forge... 

B. A.T. 2 . 

Battle Chess 2 . 

Battle Command . 

Battle Isle.. 

Battle Isle Data Disc . 

Big Run . 

Is Tomato Game . 

Birds of Prey . 

Black Crypt 
Blue Max... 

Blues Bros. 

Bonanza Bros . 

Battle Toads 
Cadaver.... 

California Games 2 . 

Captive . 

Carl Lewis Challenge . 

Castles . 

Castle of Dr. Brain. 

Championship Manager . 

Chaos Engine . 

Chess Champion 2175 . 

Chuck Rock 
Centurion .. 

Cisco Heat 
Celtic Legends 

Convert Action . 

Crazy Cars 3 

Cruise for a Corpse . 

Cool Croc Twins . 

Contraption 
Cool World 

Curse of the Enchantia . 

Civilization 
Campaigne 
Catch ‘Em 
Creatures 2 

Crystal Kingdom Dizzy . 

Daily Doubfe Horse Racing 

Dark Queen of Krynn . 

Das Boot. 

Daughters of Serpent . 

Devious Designs . 

D Generation 

Deluxe Paint 4 . 

Double dragon 3 . 

Dread Noughts 


...16.99 

...16.99 

...16.99 

...16.99 

...16.99 

...16.99 

16.99 

...16.99 

16.99 

16.99 

16.99 

16.99 

23.49 

54.49 
...36.49 

10.99 

35.49 
...11.49 
...11.49 
...25.99 
...16.99 
...16.49 
...16.49 
...18.99 
...16.49 

23.49 
...16.49 
...16.49 

16.99 
...21.49 
...16.49 

16.99 
...55.99 

19.49 

16.49 
,...16.99 

16.49 

14.99 

19.49 

16.49 

16.99 
1M9 
16.99 

16.49 

16.99 

23.49 

24.49 

26.49 

10.99 

16.49 

22.99 
....11.49 

24.99 

22.49 

16.99 

13.99 
' 18.99 

13.49 

16.49 

20.99 

23.49 

16.49 

18.49 
....15.99 
....16.49 

16.49 
....15.99 

16.49 

....15.99 

15.99 
16.49 

....17.49 

16.49 

....17.99 

8.99 

9.99 

16.49 

6.99 

18.49 

23.49 

16.49 

17.49 

16.99 

15.99 

16.99 

23.49 
23.49 

23.49 

16.49 

16.49 

14.99 
.8.99 

22.49 

10.99 

18.99 

11.99 

19.99 

58.49 

16.49 

23.99 


Dune . 19-99 

Dungeon Master/Chaos Strikes Back.19.99 

Dyna Blaster.19.49 

Elf . 16.49 

Elvira Mistress of the Dark . 21.99 

Elvira 2 - Cerberus . 22.49 

Elvira the Arcade . 16.99 

Epic . 19.49 

European Champ . 16.99 

Eye of the Beholder . 19.49 

Eye of the Beholder 2 . 22.49 

Espania games 92 . 19.99 

Fantastic Worlds . 24.99 

FI 4 Tom Cat . 18.99 

FI 5 Strike Eagle 2 . 22.49 

FI 7 Stealth Fighter . 21.49 

FI 9 Stealth Fighter . 19.49 

F29 Retaliator . 15.99 

Falcon 3 . 23.99 

Fantastic Voyage . 16.99 

Final Fight . 16.49 

Fire & Ice . 15.99 

Fire Force . 16.99 

Flight of the Intruder . 16.99 

Floor 13 . 19-99 

Football Crazy . 14.99 

Fuzzball . 13.99 

Formula 1 Grand Prix . 22.99 

Fascination . 18.99 

Fort Apache . 15.49 

Fun School 3 (under 5) . 16.99 

Fun School 3 5-7) . 16.99 

Fun School 3 (7■^) . 16.99 

Fun School 4 Under 5) . 16.99 

Fun School 4 (5-7) . 16.99 

Fun School 4 (7-f) . 16.99 

Gateway to Sav/Frontier . 18.49 

G.LOCR360 . 16.49 

Gauntlet 3 . 11.99 

Global Effect . 16.99 

Gods . 15.49 

Golden Shot . 16.99 

Graham Gooch Cricket . 19.49 

Graham Taylor . 16.49 

Gunship 2000 . 21.99 

Goblins . 16.99 

HardDrivin’2 . 12.99 

Harlequin . 16.49 

Harpoon 1 meg . 18.99 

Heimdall . 23.49 

Head to Head . 23.99 

Heros Quest . 16.99 

Home Alone . 16.99 

Hook . 15.99 

Hostile Breed . 16.49 

Humans . 17.99 

Ian Bothams Cricket . 19.49 

Indy Heat . 16.99 

Indy Action . 16.99 

Ishar Legend Fortress . 20.49 

I Jones Fate of Atlantis . 24.99 

Jaguar XJ220 . 16.49 

Jimmy Whites Snooker . 16.99 

• John Barnes . 15.99 

J. Madden Football . 16.49 

Jim Power . 16.99 

Kid Gloves 2 . 16.49 

Kings Quest V . 22.49 

Kings Quest VI . 22.99 

Knightmare . 18.99 

Knight of the Sky . 21.49 

Killing Game Show . 8.99 

Last Ninja 3 . 16.49 

Lazer Squad 2 . 16.99 

Leander . 15.99 

Legend . 18.49 

Lemmings Double Pack . 19.99 

Lawnmower Man . 16.99 

Lethal Weapon 3 . 16.49 

Legend of Valour . 24.49 

Lemmings.15.99 

Lemmings 2 . 20.99 

Lemmings Data Disc . 13.49 

Lemmings Stand Alone . 15.99 

Life & Death 2 . 16.49 

Lotus Turbo Challenge 2 . 16.49 

Lotus Turbo Challenge 3 . 16.99 

Lure of the Temptress . 19.99 

Links H.D . 23.99 

Links Courses - Bountiful . 13.99 

Links Courses - Firestone . 13.99 

Links Courses - Pinehirst . 13.99 

Liverpool . 17.49 

McDonalds Land . 17.99 

M.1 Tank Platoon . 19.99 

Magic Pockets . 15.99 

Man. Utd Europe . 9 99 

Match of the Day . 17.49 

Mavis Beacon 19.99 

Megamix . 20.99 


Megasports . 15.99 

Megatwins . 17.99 

Mercenary 3 . 20.99 

Microprose Golf . 23.49 

Midwinter 2 . 23.49 

Mig 29 Super Fulcrum . 24.99 

Mights Magic 3 . 22.99 

Mini Qffice . 40.99 

Moonstone . 19.49 

Monkey Island . 15.99 

Monkey Island 2 . 22.49 

Movie Mix . 12.99 

Mystical . 15.49 

Myth . 18.49 

Meg Lo Mania . 20.49 

Mega Fortress . 17.49 

Narc . 7.99 

N. Mansells World Champ . 21.49 

Nick Faldos Champ Golf . 23.99 

No Greater Glory . 23.99 

Noddys Playtime . 16.99 

Nova 9 . 22.99 

Qmar Shariffs Bridge . 23.49 

Qutrun Europe . 16.49 

Outlander . 19.49 

Qrbitus . 12.99 

Qrk . 15.99 

Psychos Soccer Sel . 21.99 

Palladin2 . 1949 

Paper Boy 2 . 8.49 

Parasel Stars . 15.99 

Perfect General . 22.49 

PGA Golf Tour-^ . 19.99 

PGA Course Discs . 10.99 

Pinball Dreams . 16.99 

Pinball Fantasies . 17.99 

Pitfighter . 8.49 

Police Quest 3 . 22.49 

Populus/Sim City . 20.49 

Populus 2 . 19 49 

Prince of Persia . 15.99 

Prophecy of the Shadow . 21.99 

Pro Tennis Tour 2 . 15.99 

Project X . 16.49 

Push Over . 15.99 

Plan 9 Outer Space . 20.99 

Pools of Darkness . 18.49 

Powermonger . 17.99 

Quest for Glory . 20.99 

Race Drivin' . 11 49 

Railroad Tycoon . 22.49 

RBI 2 Baseball . 12.99 

Realms . 19.99 

Risky Woods . 16.99 

Road Rash . 16.99 

Robin Hood . 15.99 

Robocod . 15.99 

Robocop2 . 7.99 

Robocop3 . 15.99 

Robosports . 16.49 

Rome AD 92 . 20.99 

Rookies . 1749 

Rugby World Cup . 8.99 

Rules of Engagement . 16.99 

Reach for the Skies . 19.49 

Sabre Team . 16.99 

Scrabble Deluxe . 20.99 

Scrooge . 16.49 

Secret of the Silver Blades . 21.99 

Sensible Soccer . 16.49 

Shadowlands . 19-49 

Shuttle the Sim . 20.49 

Shadow of the Beast 3 . 19.49 

Silent Service 2 . 21.49 

Sim Ant . 22.99 

Sim City Deluxe . 24.99 

Sim Earth . 20.99 

Simpsons . 15.99 

Silly Putty . 16.99 

Smash TV . 15.99 

Space Ace 2 . 32.49 

Space Gun . 15.99 

Space Crusade . 16.99 

Space Quest 1 . 16.99 

Special Forces . 22.49 

Sports Mix . 12.99 

Steel Empire . 19.99 

Stereo Master . 26.49 

Storm Master . 16.99 

Streetfighter 2 . 17.99 

Strike Fleet . 16.99 

Striker . 16.99 

Super Hero . 20.99 

Super Tetris . 20.49 

Super Ski 2 . 11.99 

Suspicious Cargo . 16.49 

Sword of Honour . 16.49 

Transarction . 18.99 

Test Drive 3 . 15.99 

Their Finest Hour . 19.49 


The Manager .. 
Thunderhawk... 
Thunder Jaws.. 


...20.99 

...20.99 

...16.49 


Tennis Cup 2 . 16.99 

Terminator 2 . 16.99 

Titus the Fox . 15.99 

The Games Espania . 19.49 

The Godfather . 12.49 

T V. Sports Baseball . 16.99 

Treasure of Sav. Frontier . 22.49 

Universal Monsters . 16.99 

Ultima Under World . 20.99 

Ultima V . 19.99 

Ultima VI . 20.49 

Ultima VII . 20.99 

UMS 2 . 23.49 

UMS Planet Editor . 20.99 

Under Pressure . 17.49 

Uridium 2 . 17.49 

Utopia . 19.99 

UGH . 15.49 

Vengeance of Escalibur . 12.99 

Video Kid . 15.99 

Vikings . 16.99 

Vroom . 15.49 

Ween . 20.99 

Winter Sports . 17.49 

Wind in the Willows . 15.99 

Winter Challenge . 23.99 

Wiz Kid . 15.99 

Wolf Child . 16.99 

Wolf Pack . 11-49 

WWF . 15.99 

WWF2 . 15.99 

Wing Commander 1 . 22.99 

Willy Beamish . 15.99 

Xenon 2 . 7.99 

Zool . 16.49 


Tward Winners . i b.ay 

Air Combat Aces .1 8.99 

Action Pack . 15.99 

Air Land and Sea . 23.99 

Big Boxi . 15.99 

Big Box 2 . 19.49 

Bitmap Bros. Vol 1 . 16.99 

Bitmap Bros. Vol 2 . 16.99 

BOARD GENIUS.17.99 

Dream Team . 17.99 

Falcon Classic Collection . 21.99 

Fantastic Worlds . 24.99 

Flight Command . 14.99 

Football Crazy . 14.99 

Grandstand . 17.99 

Magnum 4 . 16.99 

Magnetic Schrolls . 15.99 

Ninja Collection . 13.99 

Power Up . 16.99 

Power Pack . 14.99 

Rainbow Collection . 13.99 

Raving Mad . 18.49 

Super Fighter . 17.99 

Super Sim Pack . 21.99 

Super Sega . 20.99 

Sports Best . 20.99 

Test Drive 2 Collection . 20.99 

Quest for Adventure . 23.99 


BUDGET TITLES 


3D Pool.6.99 

Altered Beast.6.99 

Atomino.8.49 

Awesome.8.99 

Bubble Bobble.6.99 

Baal.5.99 

Bards Tale 3.8.99 

Batman The Movie.6.99 

Beach Volley.6.99 

Blood Money.6.99 

California Games.6.99 

Carrier Command.6.99 

Celtica GT4 Rally.6.99 

Centrefold Squares.6.99 

Chase HQ.7.99 

Cloud Kingdom.6.99 

Colossus Chess.6.99 

Conflict in Europe.7.99 

Crazy Cars.6.99 

CJ in the USA.7.99 

Defender of the Crown.7.99 

Deluxe strip Poker.6.99 

Double Dragon 1 or 2.6.99 

Ed The Duck.6.99 

Emiyn Hughes Soccer.6.99 

FI 6 Combat Pilot.6.99 

Fantasy World Dizzy.5.99 

Fun School 2 (Under 5).6.99 

Fun School 2 (5-7).6.99 

Fun School 2 (7 -f).6.99 

Gauntlet 2.6.99 

Ghouls ‘n’ Ghosts.6.99 

Ghostbusters 2.6.99 

Golden Axe.6.99 

Hard Drivin’.6.99 

Head over Heels.6.99 

James Pond.6.99 

Jet Set Willy.7.99 

John Lowe Ultimate Darts.6.99 

Kid Gloves.5.99 


Licensed to Kill.5.99 

Lombard RAC Rally.6.99 

Lotus Esprit.6.99 

Manchester United.6.99 

Manic Minor.7.99 

Michael Jackson Moonwalker..6.99 

Midnight Resistance.6.99 

Mig 29 Soviet Fighter.6.99 

Moonshine Races.6.99 

New Zealand Story.6.99 

Operation Thunderbolt.6.99 

Operation Wolf.6.99 

Outrun.6.99 

Pang.6.99 

Panza Kick Boxing.6.99 

Pipe Mania.6.99 

Pit Fighter.6.99 

Platoon.5.99 

Predator.6.99 

Pro Tennis Tour.6.99 

Puzznic.6.99 

Rainbow Islands.6.99 

Rocket Ranger.8.49 

Robocop.6.99 

Rolling Ronny.9.99 

R-Type.6.99 

Run the Gauntlet.6.99 

Shadow of the Beast.6.99 

Shadow Warrior.6.99 

Sky or Die.8.99 

Speedball.7.99 

Starglider 2.6.99 

Superplex.6.99 

Super Off Road.9.99 

Shinobi.6.99 

Shuttle Puck Cafe.6.99 

Strike Force Harrier.6.99 

Stunt Car Racer.6.99 

SleepingGodslie.6.99 

Wiz Ball .6.99 
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the first level, the game transforms into an arcade- 
adventure. It’s not bad, as the agile Doctor can 
hang or climb on most of the scenery. You have 
to be careful though — long falls kill the hero out¬ 
right, rather than draining his energy bar. 

Exterminate! Exterminate! 

As you’d expect, the Daleks are out in force, 
and will shoot to kill — and Initially you can’t 
destroy them. Collecting power-ups solves this 
— — at least while ammunition lasts... 

Amiga Dalek Attack \s very 
similar to Its Commodore 64 
^ Incarnation, with the same 
\ annoying flaws. For 
H example, when you fall 
m too far the‘dying’se- 
M quence is nonexistent— 
you simply go onto your 
next life, only to begin 
falling again. Also, the 
unfriendly multiload 
^flicks you from playing to 
loading in the blink of an eye. It’s not all bad 
though. With excellent Dalek samples 
and neat two-player option. Attacks I JI||R 
a fair purchase for Who enthusiasts ^ i j ' " d 


■ Admiral Software, 
£16.99 


I f I remember the series correctly, Davros 
(the Dalek commander) was killed when his 
people-hating metallic army realised he 
was half-human himself. In Dalek Attack he's 
been resurrected, only to send his psychotic 
servants to wipe out 
Earth’s inhabitants. , 

The Daleks and j 

their accompanying 
mutant allies have 
already taken over 
some major cities. Dr 
Who (and optional 
assistant, controlled by 
a second player) has to 
prevent further invasion, 
while destroying the existing 
battle force. To make matters 
worse, the Daleks have set up pods that 
are dissolving the earth’s ozone layer. 

To stop this, the Doctor’ must infiltrate the 
captured London and find the necessary Smart 
Card: awarded after rescuing a quota of peo¬ 
ple. Further tasks Involve travelling to Paris, 
New York and Tokyo. Finally, he must kill 
Davros on the Dalek world, Skaro. 

. Following the horizontal shoot-’em-up action of 


■Ooowahoo, dahdiddle-ee-dee dahdiddle-ee- 
dee, dahdiddle-ee-doo dahdiddle-ee-doo — 
how that theme tune used to send shivers down 
my spine. I’d drop my Action Man^^^ instantly 
when that came on the telly, Suez Canal to 
defend or not! The question is, though, would I 
drop my Transformer^^ nowadays In order to 
play the computer game? 

Well, in a word, ‘no’. Unless It was a boring 
Transformer^^ (like Bumble Bee^^ I) I wouldn’t, 
anyway. And why? Because there’s just not 
enough to do. Pleasing to both the eye and ear, 
and incorporating a detailed — and useful — 
status panel, you’d think that with a 
licence like this you couldn’t go CljMR] 
wrong. You can. ■ | 


HV Amiga 
' Dalek Affaclr is^ 
very similar to its 
Commodore 64 . 
incarnation 


l (Sf ^ 


TIP TIME! In London, don’t take on 
the Daleks straight away — wait till 
you’ve gained weapon power-ups. 


^vemral is<^ pfecfe of pte. By clrcking^^ 
.chosen destimticsi on map 
toike autcrmatically ralks there. 
IPfernativeiy, there sm direetitin asiews on 
: t^ main iiands orf contml- 

Mere‘s ^hou^tful ‘run’ option ion, should 
jpTne to of tto essence — sod It often is. 

(of six) levels follow the sffife 
c^^ture gmestyle^ but the thir cTmrici fifth 
Sffi you controlling a mini-army on first 
British then ^yptian s&W, You’ve got to use 
your mrm to defeat the slightly soiled 
enemy, using a plethora of strategic options. 
They usti the mme graphical style as the 
other levels — this sounds 
gm * strange for a strategy 

H ^ section, but works well in 

I athar ^ 

iws fa There’s enough variety 

mrnm/ ^ and things to do to 

' Y ^ occupied, 

- - and although some 

- of the presentation 

screens are dodgy, the 
graphical quality is generally very high. It’s 
not everyone’s goblet of tea, but I 
very much doubt you’d regret 
buying it. 


A combination of adventure and strategy 
sounds deadly dull, but Rome AD92 isn’t for 
anoraks. Those lavish graphics are nicely 
detailed, as are the interactive characters 
going about their daily business. Even their 
silly names (eg Segarus Megadrivus!) don’t 
detract from the authentic atmosphere. 
There’s plenty of typically Roman things to 
do, like gambling, buying slaves, and 
entering them in gladiatorial contests! And 
extremely user-friendly controls make 
adventuring easy and enjoyable. As for the 
third level, it must be the most attractive, 
user-friendly strategy game ever. 

Brilliantly designed, Rome AD92 | . If 

obviously wasn’t built In a day! 


siav^ life isn’t ^y. As well a^teing a 
downtrodton socond class citizen, you 
also gat tOitor 

of nasty to bump ^ ^ 

off the emperor. Rather ^ . "fla 

than musing that *ha ■ 

d^Brved it anyway, iVAC||#|i i 

what with the state of 

the economy’, wouldn’t CnCil^C 

it be better to finish ^ 

mucking out the toilet, then 
travel to Rome to warn him? 

It could really improve your social - _ 

standing, not to mention build up your bank 
balance. That’s what Rome AD92 is all about. 
The extensive play area’s displayed in 
scrolling forced perspective, with the area 
you’re in littered with scenery, most of which is 
noninteractive. Not that this matters: there’s a 
wealth of other characters to interact with, via 
an easy control method. Simply click on an 
option, then select the appropriate part of the 
screen, and the action is implemented before 
your eyes. 


: i ^ On the first level if you 
mug as many people as possible 
within the time limit you’ll get loads of 
money to set you up nicely for the next 
section! 













































Hd^ver, there wasif t aiy time go 
clubbing; he had a job to do. Little 
had either got lost or been captured^ and it 
was his mission to save them... 


It seems the ninja from the nth dimension 
(Zool) has been beaten at his own game. 
Trolls is a fast-moving, enjoyable platform 
affair with varied and exotic 
(multidirectionally scrolling) 
landscapes. Controlling your 
sprite is a tricky business at 
7 first, as the outlandish enemy 
sprites need a fair amount of 
stomping to kill, but once you find power- 
ups such as the magical yo-yo and special 
wings, life becomes a whole lot more 


m sure everyone s 
seen the little f' / 

pocket Trolls and ' ( 

know that they’re 
supposed to be lucky. / 

However, when my (now / 
ex-)glrlfriend gave me / 
one (eh? — Dep Ed), our | 
relationship crashed and 
burned in a rather horrible 
fashion two weeks later. So, 
if you want to keep your love 
life intact I’d advise you not to 
accept one as a gift. 

However, this little Troll on the Amiga has 


For those of you who can’t 
get enough of console-style 
platformers. Trolls won’t 
y disappoint you at all. It’s 
; probably the best one on 
1 the Amiga yet, although I 
/ still think they’ve got 
' quite a long way to go 
_ before they 

beat Sonic the If ' 7 
Hedgehog. 


Outlandish 
enemy sprites 
need a fair 
ameunt ef 
stamping te 
kill 


enough problems of his own to worry about. attempt the levels in the order in 

He’d sat atop a shelf for many a year — a which they appear on the selection 

simple wooden toy, swapped by a young screen because later ones are just 


boy for a spinning top — when one fateful too hard to start on. 






■ Blimey, the price of eggs hasn’t half gone up! Paying full whack 
for a Dizzy game is no yolk. It’d be all right if there were some new 
innovations in the gameplay, but no such luck: it’s exactly the same 
as previous Dizzy outings. Simple platform action and puzzle 
solving Is becoming a little hackneyed even on budget, never mind 
full price. And those crude cartoon graphics hardly show off the 
Amiga’s capabilities. The only real improvement is that ! 

Crystal Kingdom is bigger, making it one for true Dizzy |pi||^| 
devotees only. ■ ■ wm 


CodeMasters, 

£19.99 


fter a plethora of budget releases, 

\ Dizzy’s first full-price excursion has 
• made its way onto the Amiga. The 
question on most people’s minds will be 
(understandably) whether or not it’s worth the 
extra pennies. After all. Dizzy games tend to be 
simple, platform-orientated arcade 

adventures that, while good fun, are 
never particularly outstanding. 

There’s been a lot of criticism 
levelled at the little egg’s exploits. 
For a start, many believe that the 
W ^ games are too ‘samey’ — simply 
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■ Accolade, £34.99 


Madame Two Swords 

The four ‘exhibits’ can be tackled in any 
order and, on entering one, you take the 
form of one of your ancestors (in the mine 
section, for example, you play a safety 
inspector). 

Viewing the playing area from a first-person 
perspective, you can move around in 

B one of two ways: either click 
. the directional arrows on 
ill^ the left of the display, or 
I simply click the picture 
window in the direc- 
tion you wish to go. 
Collecting and manip- 
ulating objects couldn’t 
be easier either, as is 
communicating with 
other denizens — if 
^^^ou get the chance! 
Sudden deaths are not infrequent, but 
usually avoidable if a little care Is taken, and 
most of the puzzles logical and rewarding. 
All-in-all Waxworks is an excellent 
production that won’t get on your ClnR 
wick! 


A t the risk of waxing lyrical, I must say 
that this absorbing Icon-driven 
adventure really lit my candle! 
Graphically flawless and incorporating a 
uniquely user-friendly interface, even critics of 
the genre will be forced to sit up and take 
notice. 

An intriguing plot 
sees the player 
searching four 
different exhibits within a 
creepy waxworks. 

These are: a trap- 

riddled Egyptian pyramid 

(where you must rescue 

a young virgin), a spooky 

cemetery (brimming with 

rotting zombies), the East End of 

London c. 1888 (help bang Jack The 

Ripper to rights), and an abandoned mine 

(abandoned by everyone except the mutant 

humans hell-bent on your destruction, that is!). 

Your initial objective in each location Is to 
find and deal with an evil ancestral twin. A 
curse has been placed on your family by a 
wicked witch, y’see, and It’s up to you — with 
a little help from your dead uncle! — to break 
it. The intricacies of the plot are far too 
complicated to detail here, suffice to say 
you’re the good guy... 


TIP TIME! Make an accurate map 
as you go, and save your game posi 
tion before undertaking any danger¬ 


ous actions. 


in this cracking computer version: It makes 
even Zool look drab! I never really saw the 
attraction of the toys, but this stunning 
platform romp really brings them to life. It’s 
great the way the cute hero uses his yo-yo 
to swing from and over platforms. Bionic 
Commando-style. Control’s very tricky to 
begin with, but the ability to choose your 
starting level eases the initial frustration — 
as do regular restart points. Apart from the 
yo-yo there’s little Innovation, but L^Mi| 
it’s all done extremely slickly: K ^ I 
Trolls plays as good as It looks. ^ 


Even critics^ 
of the genre will 
be forced to sit 
up and take 
^ notice 


■ Yo! Colourful ain’t the 
word! A bit like Mark K’s 
designs, we think... 


Video-nasty fans’ll love this. I don’t think 
I’ve ever seen such a gory game. 
Particularly stomach-churning are the death 
scenes, showing you mangled, slashed, 
choked and decapitated, to name but a few. 
No doubt some will find it offensive, but I 
reckon it’s about time we had some proper 
horror adventures. Of course, good horror 
doesn’t depend solely on gore, and neither 
does Waxworks. Even swapping between 
the game’s ten (!) disks doesn’t spoil the 
intense atmosphere. The suspense of 
exploring spooky graveyards and mine 
shafts is enhanced by gloomy, shadow¬ 
laden graphics and a sinister 
soundtrack. It’s like starring in j || || 
your own horror movie! 


the same design time after time with a few 
different puzzles and graphics. I’ve always 
enjoyed them, and Crystal Kingdom is no 
exception. 


Perhaps the biggest departure from the existing 
style is controllable jumps. Dizzy can finally 
change direction in mid-air, making platform 
negotiating and avoiding nasties less of a 
nightmare. There are also four separate levels, 
each made up of 20 to 30 screens, and 
accessed by pass-codes. This just about 
eliminates the tiresome business of having to go 
back to the start should you make some silly 
mistakes (as well as giving scope for cheating!). 

Once you've got over the Initial 
improvements-related euphoria, there’s not 
much there that hasn’t been done already. 
Granted, there are a fair few screens, and the 
puzzles are pretty thick on the ground (if a little 
simple), but those who haven’t liked existing 
Dizzy games won’t be converted by this. 
However, I’d still say It’s the best one 
yet, and worth the cash If you’re I ;,l 
feeling particularly rich on a rainy day. 


■ Not the first girl to lose her heart 
over an Amiga Force reviewer! 
Above is the solution to the 
pyramid level’s toughest puzzle... 


Try to use every single 
object in every possible location if you 
get stuck. 


I thought the Trolls’ hair colour was 
bright, until I saw the psychedelic graphics 








































Weighing 
in at just 


^ fm' ' w- \ 


Mnaer Xe»wv, wne 

Mindscape Miracie 
Piano Teaching System 
isn't fust a cheap 
novelty — but for the 
gift of music it seems 
a small price to pay. So 
just what DO you get for 
your money, and can it really 
teach you how to play? For a 
balanced overview we 
decided to give it a two- 
pronged attack: Steve, who 
can't play a note, looks at it 
from the novice's point of i 
view while Phil, music J 
maestro that he is, I 
examines Mindscape's M 
Miracle from a semi- M 
professional vantage 
point. Take it away 
then, boys, a one 
and a two and a 

it! 




ADMINISTRATION 

■ This is where you enrol in the Miracle 
Course. Any number of people can join, 
with detailed records kept of their progress. 
From here you can also alter various 
parameters, including when the music page 
automatically turns, whether the foot pedal 
acts as a Spacebar, the volume of the 
metronome, and the volume of the 
orchestra. 

The Progress icon enables you to look at 
any user’s progress in overall performance, 
pitch, and rhythm — plus the Lessons and 
Chapters they’ve completed. There’s also a 
Hall Of Fame for the Arcade games. You 
can even print out a certificate on 
completing certain sections of the Miracle 
course! 


fiiliinistpatiDn I Help l| 



SYSTEM 



DELETE USER 

SETUP 



^ I 

ES 

I ^ 

PRINT I 

! QUIT 


PRACTICE ROOM 

■ Between Lessons, you’ll want to practise 
your newly acquired skills here. Any of the 
pieces can be played, and the Miracle will 
suggest suitable ones after each Chapter. 

You can play left and/or right-hand parts, 
with the option of the Miracle playing the 
other. If you’re feeling lazy, you can simply 
listen to the Miracle play It all. Breaking It 
down even further, you can practise just the 
notes (with no regard to rhythm) or the 
rhythm (playing any notes, as long as 
they’re in time!). 


WHAT IS THE 
MIRACLE? 

■ Your £300 will buy you the keyboard 
itself, which has two built-in stereo 
speakers, a four-octave velocity-sensitive 
range of full-size keys, a selection of 128 
Instruments, headphone socket, MIDI In 
and Out ports, and even a sustain pedal 
(albeit a rather flimsy foam one). 

Not only this, but you also get the 
complete Miracle Teaching System: a three- 
disk suite of programs to teach you 
everything from the musical basics to Grade 
V-standard tunes, via a vast number of 
instructive, interactive Lessons. The 
ingenious system analyses your playing for 
any errors, and if It finds them, decides how 
best to amend them. The software includes 
fun arcade subgames and even a simple 
sequencer. 




CLASSROOM 

■ This is where you actually learn to play, 
using the Lessons which are organised into 
Chapters. You can skip any of these and 
advance to harder ones (good for people 
who already know how to play a bit). Or 
simply click on ‘OK’ to return to the Lesson 
where you left off In your previous session. 

During Lessons, your knowledge is tested 
with a series of Flashcards with multiple- 
choice 


ARCADE 

■ Any of the three Arcade games can be 
played from here. 

Ducks is a sort of shooting gallery, with the 
quackers swimming along the lines and 
spaces of the staff — simply hit the right note 
to shoot the duck in the relevant position. 

You always have to shoot the leading duck, 
though, and only so many misses are 
allowed (so no cheating by running your 
hand up and down the keys!). A useful 
exercise for learning to read music. 

Ripchord teaches you how to play chords. 


Mpereormance 


questions. 

You can 
also 

advance to 
the next 
lesson, 
restart the 
current one 
(If you 
missed 

something)^ 
or return to” 
the previous - 
one. 


HALL 

■ This Is the venue 
where you play with 
the Miracle orchestra. 
As well as choosing 
which piece to play, 
you can select 
whether to play 
left/right-hand parts 
(or both) and alter the 
tempo (up or down). 
Yes, this is your 
moment of glory: 
knock ’em dead! 



































































































STUDIO 


■ Once you’ve learned 
to play a bit, you’ll no 
doubt want to record 
your own music. The 
Studio is a simple 
sequencer, enabling 
you to record seven 
tracks (using various 

instruments), one at a time, and play them 
back together — eat your heart out, Mike 
Oldfield! 

Tempo and volume can be adjusted, 
before recording each track in real time. Up 
to seven of the Miracle’s 128 Instruments 
can be used, each on a different track, with 
the eighth track reserved for the metronome. 
Any of the tracks can be muted before 
playing back and recording the song on the 
on-screen tape recorder. It can then be 
saved to disk. 

By no means is it comparable to proper 
sequencing software (eg Music X), due to 
the inability to 
edit the 
sequences by 
hand to amend 
playing 
mistakes, but 
the Studio’s a lot 
of fun to use — , 
especially after 
a hard practice 
session. 


■ Let me say this first: the 
Miracle is no substitute for a 
good piano teacher (by the 
way, mine was an 
attractive young lady!). 

The way it analyses 
your playing is all very 
clever, but there are 
some things it just can’t 
spot. One example is the 
fingering of notes. Obviously, 
it doesn’t know which fingers 
you’re using — and you could 
easily get away with incorrect 
fingering on early lessons, 
forming bad habits which only 
become apparent later on, 
when the correct fingering really 
must be used. Another problem 
Is the way the program forces 
you to repeat Lessons and 
Practice sessions mercilessly 
when you’ve made the odd 
mistake. This could be very 
discouraging, especially for the 
complete novice. A real piano 
teacher would recognise this 
frustration and work round it 
with some fun 
exercises to keep 
up the pupil’s 
interest. 

Also, the way 
the program 
punishes some 
errors and not 
others is off- 
putting. Often, 
when I thought I’d 


most 


played 

a piece pretty 
badly, it let me off some 
quite horrendous errors, while 
on other occasions I might’ve 
only missed a note and the 
pedantic program would send 
me back to the practice room! 

In fact, the latter was all the 
more frustrating because of 
flaws In the program. Often I 
would play (and hear) a note, 
and go on to play the next few 
notes, only to realise that the 
cursor was still on the note I’d 
‘played’ — only the program 
somehow hadn’t heard it! 

Perhaps the most important 
flaw of all, however, is the lack 
of artistic expression. A good 
music teacher would appreciate 
and encourage this, even if a 
few wrong notes were played. 
The Miracle, on the other hand, 
expects everything to played in 
strict time (no room for 
rallentandos here), and doesn’t 
care about varying dynamics 
(the loudness of 


A helicopter flies onto the screen, towing the 
chord notes. You must play these within the 
short time limit so the parachutists land safely 
— get It wrong and they go 
splat! 

Aliens is a Close 
Encounters spoof, with an 
alien ship descending and 
playing sequences of notes. , 

You have to copy these within 
a time limit. The friendly aliens 
help you out, however, by 
shining a spotlight on the on¬ 
screen keyboard and putting a 


triangle in the staff to indicate the next note. 
Fingering is aided by numbers in the alien 
ship’s windows. 

After all your hard 


important 
factors in classical 
music, at least. 

So it’s a complete waste of 
money, right? Well, not at all. 

To be fair, the system has been 
devised as an aid rather than a 
replacement for conventional 
teaching methods. As this, it 
works well. It’s especially good 
for teaching complete novices 
the basics, eg reading music 
and recognising notes on the 
keyboard. And the slick 
presentation and fun arcade 
games makes normally tedious 
exercises fun — especially for 
youngsters. Most importantly, if 
it speeds up your musical 
development even marginally, 
it’ll pay for Itself in the long-term 
via a reduced number of very 
expensive piano lessons 
needed to pass the various 
Grade exams. £299 is an 
incredibly low price — even for 
the full-size-keys, velocity- 
sensitive, MIDI keyboard alone, 
never mind the software. 

Despite the system’s flaws, 
as a practice aid, or introduction 
for complete novices, it’s well 
worth the money. Just don’t 
expect miraclesIJi PHILS 


work, why not sit back 
and relax while the 
Miracle plays its 
repertoire of tunes. 
Any can be selected 
from the Jukebox, 
complete with 
orchestral 


accompaniment — 
great fun for parties! 


THE NOVICE^S VIEW 


■ It’s a miracle! No, not the keyboard, the fact 
that I’ve spent two hours a day for the past ten 
days sitting in front of it and... practising! 

Like legions of other snotty-nosed pre- 
pubescent British kids, my parents bribed, 
begged, blackmailed and generally threatened 
me into taking piano lessons. But, like the vast 
majority of my contemporaries, I too fell by the 
wayside and failed miserably to progress much 
further than finding ‘middle C’. 

I put it down to the fact that at about the time I 
was ‘learning’, I was also discovering that John 
Thomas was possibly useful for more than just 
the obvious. Maybe if my piano teacher had 
been some raven-haired beauty with a penchant 
for loose clothing — Instead of a disabled 
octogenarian with a hygiene problem — things 




may have been different... 

Ah well. I’m certainly making up for lost time 
now; although I feel it’s fair to point out that If I 
hadn’t just got hold of a second disk drive I’d be 
losing one hell of a lot of quality keyboard¬ 
bonding time swapping disks. In fact. If you only 
have the one internal drive on your Amiga, I’d 
have to go as far as saying that using the disk- 
based lessons would be prohibitively 
cumbersome — just why do you have to swap so 
often, anyway? Attempting to access lessons via 
the Arcade on the one drive, I had to swap the 
disks around a staggering nine times before I 
could even attempt to hit the right note! 

When you eventually do get into the games- 
come-practice lessons though, you find that 
they’ve been designed in a flawlessly effective 
fashion. Everyone knows just how mind- 
numbingly boring practising scales can be, but 


the notes) at all 
— one of the 


with the inclusion of snazzy, interactive graphics 
(and even a scoring system!), the tedium is done 
away with. In fact, it’s fun! 

It’s surprising how quickly the rudimentaries 
are picked up. In all honesty. After only a few 
hours I found that some of the simpler routines 
were becoming second nature to me. Now that 
may not sound too impressive to anyone who’s 
done a bit of ivory tinkling in the past, but for 
someone who generally blanches at just the 
thought of sitting before a keyboard — a residual 
throw-back to my geriatric halitosis victim. I’m 
afraid — it’s a great achievement indeed. 

Just fiddling about with the piano on Its own 
(you don’t have to connect It to your Amiga to 
make it work) is rewarding in Itself. Some of the 
sounds that come out of it positively invite 
experimentation! Okay, so I’m no Jean-Michel 
Jarre; but from little acorns grow... S STEVE Bi 
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A S people grow up, their musical tastes change. I, 

James Tone Deaf Price, can remember listening to 
some absolutely diabolical tunes in my time, but the 
one thing I always wanted to do was play them with my own 
hands. 

I used to look at pianos and keyboards and maybe even 
have a go myself, but the only tune I could play was a 
particularly mangled version of ‘chopsticks’ (you know the one 
I mean). Disillusioned, I began to learn the guitar instead. A 
few years have passed now, and I can just about play the odd 
song without getting too many chords wrong. I still want to 
play like Chopin on those little white keys, though, so Imagine 
my surprise when the Miracle Keyboard provided an 
affordable (not to mention comprehensive) solution. 

As you’ll know, having read Phil and Steve’s feature on the 
Miracle (page 38), you can link It up to your Amiga and 
receive an intelligent tutorial (courtesy of the tutorial disks 
Included with the package). However, Ifs not just limited to 
learning, as I’d say ifs one of the best and most affordable 
MIDI keyboards around. You don’t just have to use it with 
your Amiga either — it works every bit as well as a stand¬ 
alone keyboard, with some well-smart voices to use in all 
I those symphonies you’ll be writing... 

Walking on water 

In the shops, these wondrous little bundles would set you 
back a very reasonable £299.99, but we’ve got two to give 
away to those clever enough to solve the following puzzler. 
Somewhere on this page you’ll see a picture of a keyboard 
section. On the keys you’ll notice numbers, going up in order. 
All you have to do is find a piano (or similar Instrument) and 
play the following sequence, using the numbers on our 
instrument as a reference. You should recognise the tune 
fairly quickly, so write its name on the back of a (preferably 
funny) postcard, and send it to / WANT TO WORK 
MIRACLES COMP, AMIGA FORCE, Europress Impact, 
Ludlow, Shropshire SYS 1JW. Winners will be notified once 
the draw has been made (on 1 April), so no naughty phoning 
^ us up to pester an answer out of us. It won’t work, you know! 
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We’ve been indundated with praise 
for the first two issues of AMIGA 
FORCE, but we won’t let it go to 
our heads. To tell us what you 
think of the mag, the Amiga scene, 
or any other related topic, send 
your letters to: Force 9 Mailf 
AMIGA FORCE, Europress Impact, 
Ludlow, Shropshire SYS 1JW, 
Sorry, but we can’t give personal 
replies through the post. 


YOU PAYS YER 
MONEY.k» 

Dear AMIGA FORCE 

I felt I must write to say how pleased I was when I 
purchased your excellent magazine. As with 
CRASH it is every mag a computer buff could 
need and much more. 

Yours is the first and only mag I have read 
from cover to cover, ever, and the only one I 
have bought since the catastrophic time when my 
five-year-old trusty Amiga 500 (I called her 
Amanda) was stolen from my bedroom, along 
with most of my games and other stuff. 

Since then I began saving for a new Amiga 
and waiting to see if the insurance will pay 
enough to buy one when or if it comes around. 

In the meantime I need some sound advice 
about the market at the moment. Advice from 
friends just confuses me even more, so I decided 
to ask the people who make this ‘Smart’ 
magazine, here goes: 

My first option is the A600 basic pack at £300; 
the second the A600 HD Pack at £400-£500; the 
third and most viable the A1200 at £400 or 
A1200 HD at £500-£600. 

I was told by friends that the A1200 is twice as 
fast and powerful as the A600 and has a few 
specially written games for it, is this true and can 
you explain why, if possible? 

The hard drives leave another dilemma, as I 
was told games can be saved onto them and 
used or loaded straight into the Amiga, saving 
damage to disks and time. Is this true and are 
they worth the money? 

Yours confusedly 

J Harper, Waverlree, Liverpool 

Thanks for your kind comments, J (why don’t 
people use their names? It’s so impersonal!). As 
to which machine you should buy, I’d suggest 
you look at our roundup of quotes from the 
software houses in this month’s ‘Read All About 
It’ section before plumping for an A1200. 

It is by far and away the better machine. The 
32-bit processor runs at about twice the speed of 
the A500/600’s and, with the new custom chips, 


the 1200 runs programs up to six times faster! 
Vastly enhanced graphical capabilities use a 
palette of 16.8 million colours! The only problem 
Is that, as a new machine on the market, It’s 
impossible to judge what kind of software support 
it will achieve. Like the great video recorder war 
of the late 1970s (as it’s come to be known), 
many people may stand to get their fingers 
burned. Although the Betamax model was 
technically superior, VHS won out in the end due 
to better marketing and other factors. 

At least with the A600 you’re guaranteed 
access to a vast amount of titles. And hard 
drives? In the end of the day, I feel it’s just a 
matter of financial constraints. With a hard disk 
you can load certain pieces of software (though 
many games are protected) into the system for 
easier loading and storing — great for serious 
utilities that usually come on several floppies! The 
simple answer is get one If you can afford It, but if 
you can’t don’t be overly upset! 

Slevo 

YELLOW PERIL 
AND A SEGA SAGA 

To AMIGA FORCE 

Thanks to everyone at AMIGA FORCE for a top- 
class mag. I’ve had my Amiga for about a year 


Dear AMIGA FORCE 

After buying issues #1 and #2, I felt it was 
about time I wrote. Just to say WELL 
DONE! Your mag has set a fabulous 
standard which a lot of other mags should 
follow. 36 cheat cards (how about doing 
them on card? Just a thought!)? Tips for 
almost every full-price game reviewed? So 
much the cheaper because there are no 
cacky demos on the front cover? Nearly 30 
pages of tips? Fabulous! These great ideas 
all add up to make an excellent magazine 
which deserves credit. 

Some points: I think it’s a great idea of 
Gareth Foster’s (Ish #2) from Avon for you 
to have a computer-related comic strip. I’ve 
seen other mags do the same, and it 


and have had no problem with It so far, but 
recently all the yellow on the screen has 
turned pink. Is it the computer or the 
modulator? Plus, can I upgrade my A500 to a 
32-bit so that I can run A1200 games? By the 
way, I was looking through some mags and 
found this piece on turning your Amiga into a 
Mega Drive and a Mega CD and still run all 
Amiga games. I hope you can print this to 
show your other readers [we can’t, it was an 
advert clipped from a rival publication!]. Is it 
true? 

Thanks 

J Cook, Lee, London. 

~ Phew! What a struggle I’ve had attempting 
to get the info you want from Commodore. 
Since I wasn’t a ‘registered Commodore 
dealer’, the Gestapo-type receptionist who 
took my call would only suggest that I refer 
any enquiries back to the shop where I 
bought my machine! After patiently 
explaining who I was and why I wanted the 


A QUKKSHOT IN THE 


Dear Steve 

I think your magazine Is excellent, especially without the demo-disks. 
Your competitions are also great, but would it be possible to include 
competitions for brand-new games such as KGB and Sensible 
Soccer 1.1? Could you also tell me when the Quickshot Supervision 
will be available, and will you be doing reviews for the little machine? 

I also thought your reply to the mother of the three-year-old Amiga 
whizzkid was witty and enjoyable. 

Your sincerely 

R Nag, Wigston, Leicester 

■ Okay, R, I’ve just got off the phone to Quickshot’s MD who tells me 
that the Supervision is already available. Since we covered It last 
issue I’ve been keeping an eye out for It in the shops — just out of 
curiosity, really. Could a UK company beat Nintendo at their own 
game? Sadly, though, it doesn’t look as if many of the big multiples 
have taken the hand-held machine on board, but if you’d like to give 
Quickshot a ring on 081 365 1993, they assure me they’d be 
delighted to tell you where you can obtain one. There will be over 40 
games available for the system by the time you read this, and yes, 
we’ll keep you up to date as to which titles are out there as and when 
we receive details (I’ve been promised a bumper bundle in time for 
next Issue, so keep ’em peeled). And competitions for new games? 
I’m looking into it... 

Steve 


information, she very 
kindly cut me off! Further 
attempts furnished me 
with the following, 
though: the only way to 
upgrade your A500 to a 
32-bit machine would be 
by replacing the entire 
motherboard — 
approximate cost; more 
than a new A1200! 

Your ‘yellow to pink’ 
problem is really a fault 
with the green (?). Try 
swapping your modulator 
with a friend to see if 
that’s the cause of the 
trouble; if it isn’t, you’ll 
certainly need to 
consult a specialist. And 
finally, the company 
offering goods enabling 
your Amiga to run Sega 
Mega Drive carts are 
asking for more cash 
than the price of a new 
Mega Drive! So even if 
it did work, what would 
be the point? Hope that 
helps... 

Steve 
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seemed to work for them. 

On your reviews, it would be nice for you 
to give an overall mark on games for 
graphics, playability, lastability, sound, etc. 
Also, maybe if you made your reviews 
slightly bigger, and took a point of view from 
two reviewers instead of just the one? I am 
thinking seriously about subscribing to 
AMIGA FORCE, but It would be nice if you 
supplied your own personal service, so I 
could subscribe to it for 12 months like 
other magazines. I think your magazine is 
brilliant, and hope It thrives in the way that 
CRASH did In the ’80s. Keep up the good 
work. 

Richard Chance, Bolton, Lancs 

PS The cheat for Turrican 2 is wrong. In 
actual fact, you enter the music selection 
screen (HELP or SPACE), and type in 1,4 
and 2. It may not work the first time, so try it 
again if it doesn’t. 


THAT (S)WINeS 
IT! 

Dear Steve 

I am writing in connection with Kenneth 
Stuart’s letter ‘Oh, for the wings’ in the January 
issue of AMIGA FORCE. 

I also have a copy of Wings which I 
purchased over a year ago and it’s fine. It 
appears from his letter that he only has the 
one manual, this being the 19-page instruction 
manual. He should have received another 
manual entitled ‘Wings Personal Combat 
Simulator’. This is an 83-page book which 
gives you a potted history of air combat during 



■ Glad you liked Gareth’s idea about the 
comic strip: see this month’s ‘Read All About 
It’ section to find Mr Foster’s first piece of 
published work — yes, after reading my reply 
last ish he sent some In (and I couldn’t very 
well turn it down, now, could I?). Your 
comments about our review style are 
welcome. I’ve already incorporated a second 
comment for a more balanced view, although 
I’m still resisting the temptation to rate the 
games. Next month we’ll be running a 
detailed reader survey which will address this 
very point (among other things). If enough 
people want to see the games marked, we’ll 
do it. But until the results of the survey have 
been collated the reviews will stay as they 
are... 

Didn’t you see the subscription offer in 
Issue #2? Oh well, check out page 81 this 
month to find details on a great deal! 

Steve 


WWI. It is this that gives you the passwords, ie 
page 46, paragraph 4, line 1, word 9 -— 
‘Boeicke’. So if he only has one manual he is 
well within his rights to go back to the place 
where he purchased the game and say, ‘The 
game should have two manuals but it only has 
one’. If he still gets no refund and is stuck with 
a game he can’t play, could you give me his 
address so I could get In touch with him and 
maybe help him out with his passwords? 

Keep up the good work on a fine mag. 

Alex Crawford, Fife, Scotland 

Thanks for straightening that out for us, 

Alex, and for the offer of help. There’s a 
problem there, though, in as much as to help 
Ken out, the only way I can see would be to 
photocopy the entire 83-page book (which, 
incidentally, must either be 82 or 84 pages, as 


you can’t have 
an odd number 
of pages In a book!). Now not only would that 
be a mighty hassle for you, it would also be 
strictly illegal! As such, there’s no way I can 
forward you the address, I’m afraid — looks 
like Ken’ll have to have some serious words 
with his stockist... 

Steve 


AMAZING FEAT! 

Dear Sir 

Could you please answer my questions about 
the foot pedal for the Amiga. 

1) Can you combine it with another joystick 
such as the Logic 3 steering wheel, and how? 

2) Where can I get one? 

3) If you cannot steer with the floor pedal, then 
can you plug the pedal Into port 1, yet still steer 
with a joystick in port 2? Because usually when 
playing, you use only one joystick port, and 
only one joystick. 

4) Are there any fact sheets or information 
packs devoted to joysticks that are available. 

Nick Barrett, Weybridge, Surrey 

_ assume you’re referring to the Quickshot 
Foot Pedal, Nick, in which case ‘yes’, 
‘Quickshot’, ‘yes, but not how you think’ and 
‘sort of are the answers! Seriously, the Foot 
Pedal will work in number of different ways, but 
to find out more about it, why not phone 
Quickshot themselves? Their number is 
printed elsewhere In this column, and they’ll be 
happy to help. They’ll also send you fact 
sheets on all their products, I’m sure, as will 
other manufacturers If you ask nicely enough 
(or at least sound as if you really do intend to 
buy something convincingly enough!). 

Steve 


This little section’s 
dedicated to all the 
letters we receive 
asking for help with 
games we haven’t 
completed, or simply 
don’t know the 
answers to! If YOU 
can help, please reply 
to the usual address, 
marking your letter 
‘Tips Bits’. Cheers! 

■ I recently bought Lure Of 
The Temptress, and have 
managed to free myself 
from the dungeon and am 
now in the village of 
Turnavale. I have acquired 
a flask, a knife, some 
broken glass and a 
tinderbox. Unfortunately I 
can’t find my way into the 
castle or the town hall and 
can’t find the dragon. 

Please help me! 

L Earl, Penrith 


■ Have you got any cheats 
for CodeMasters’ Captain 
Dynamo? 

D Burman, Haddiscoe, 
Norfolk. 

PS. Thanks for publishing 
AMIGA FORCE. It’s just the 
kind of magazine I want. 

■ After being stuck in the 
second division in Football 
Director I was glad to see a 
cheat in another somewhat 
tatty magazine for infinite 
money. Unfortunately it did 
not seem to work! I would be 
grateful if someone could 
help me out. 

C Allan, Stranraer 

■ I’ve been struggling with 
the game Shadow Of The 
Beast 2 ior quite some time 
now, and I am getting 
nowhere. I know of a cheat to 
get Infinite energy (walk right 
ask the first person; TEN 


PINTS), but I cannot reach 
several places, such as the 
Goblin’s cave. I also can’t get 
past the traps in the Western 
passage, guarded by the man 
pushing a stone with spikes 
sticking out. I can get past 
him, it’s the traps that I can’t 
work out. Please could you 
give me some help, as I’m 
getting frustrated. 

Tom Wakeling, Nr 
Royston, Herts 

■ I need help! (No comments 
please!) I’m an avid Don 
Bluth/Dragfons Lair tan (I told 
you I needed help!). But 
seriously, I need to find out 
how to get out of the 
‘Labyrinth’ level on Escape 
From Singe’s Castle to go on 
to fight the evil shape-shifter 
on the final level. As 
everyone who’s been there 
knows, it’s possibly the most 
boring level in the universe 
and I’m sick of committing 
‘suicide’ in frustration! 

Randolph Lincoln- 
Scott, Co Antrim, N 
Ireland 
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r Domain and " 
Shareware 
libraries are an 
excelient source 
of vaiue-for-monc 


games. Saving his 
cash for other vices^ 
JAMES ^THE RIGHT' 
PRICE checks out 
the latest PD 
products... 


■ Act of War has a mission designer, 
so you can make weird scenarios like 
de-lousing Saddam’s moustache! 


WHJff ISPDt 


P ublic Domain (or PD) programs are 
where a programmer has relaxed his or 
her copyright, allowing them to be 
distributed freely. PD libraries charge only 
disk and duplication costs, and you’re 
perfectly entitled to copy a friend’s disk. 
PD’s bigger brother Shareware can also be 
freely copied, although the programmers 
usually ask for a negligible registration fee, 
should you wish to use their game 
frequently. 

Charityware is a new one on us, but is 
essentially Shareware with the fee given to 
a worthwhile charity. Good to see that 
someone still cares — make sure that you 
do too. 


ACT OF WAR 


■ 17Bto 

■ Can anyone remember Laser Squad? It’s 
easily one of the most compulsive strategy 
games ever. I spent hours playing through the 
different scenarios, and enjoy them even to this 
day. Well, it seems somebody out there 
does too, as Act Of War’s one of the best 
PD ‘tributes’ I’ve seen in a long while. 

For those unfamiliar with the game 
style, each side takes turns to 

0^ 


move their troops. This is done by using each 
unit’s allocation of ‘action points’ to perform 
certain actions. This can be anything from 
opening a door to loading a firearm with a view 
to blowing some poor soul’s head off. Once 
you’re satisfied with your soldiers’ movements, 
you simply select the ‘end turn’ option, and it’s 
time for your opponent (be it computer or 
human) to make their moves. 

Act Of War comes with three scenarios, 
each one following on from the last. Select a 
mission and you find yourself in the arming 
section, although the programmer has been 
thoughtful enough to include a default set for 
people too hurried (or too stupid) to choose 
their own. 

Once you’ve played it for a while, you soon 
get the hang of the well-designed control 
method. Moving your troops around becomes 
almost second nature and you might actually 
be able to complete a mission... 

Acts a Shareware game with a £5 fee 
attached. However, those honest enough to 
register will receive an updated version of the 
game, complete with an additional mission and 
an excellent level designer. To me, this seems 
like incredible value 
for money; one of the 
best Shareware 
deals I’ve seen so 
far. 
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THE TEXAS CHi 
MASSACRE 

■ 17 Bit 

■ Quite easily the sickest game of the 
month. Massacre is the Amiga 
incarnation of the moderately well- 
known (and immensely gruesome) film. 

You take the part of Leatherface, a 
psychotic chainsaw-wielding madman 





I wnowmsurvive 
and what 
wHbe 
left of 
tham? 

‘THE 

CHHIHSHN MHSSHCIIE 

bJhal happened is IruE-.. 


ADVENTURES 
OFQUIK 
AND SILVA 

■ 17Bit 


■ If you like big sprites and tricky gameplay 
reminiscent of the earlier Mario games, you’ll 
probably like The Adventures Of Quik And 
Silva. 

For those of you unfamiliar with the 
aforementioned gamestyle (where have you 
been?). Adventures is a horizontally scrolling 



AMEGA RACE 

Every compilation has its 


DATACLAN 
GAMES DISK 4 


ouner. no maner now lar or 
how wide you look, I doubt 
you’ll ever find a collection of 
games without the obligatory dodgy game. 

Amega Race is Dataclan 4’s joker in the 
pack. It’s yet another variation on the Asteroids 
theme, with its distinguishing feature being a 
lack of addictivity. The usual rotate/thrust 
controls are the same as ever, but it differs 
from usual versions by Including a fairly large 
score box in the centre of the screen. This 
can’t be flown or shot through, so you have to 
fly around it to - 3 — 


blast the (awful- 
looking) aliens. 
You can’t even 
fly off the screen 
— something 
we all take for 
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I WkM ^ incredible 

II mm bioodlust. Wandering 
___ _ around a garden, you 

get to murder anyone 
foolish enough to stroll In 
front of your noisy blade. 
That’s about it, although 
you do have to look for 
petrol to replenish your 
rapidly diminishing 
supply, or it’s game over 
for the ugly anti-hero. 

Chainsaw carries a £3 registration fee. I can’t 
recommend you buy It, as you’ll have seen all it 
has to offer after your first sitting. There’s just 
not enough to do. The death sequences aren’t 
really that gory either — If you want to be 
disgusted, check out Accolade’s Waxworks in 
the Rich Pickings section of this ish. 


' 7 ^ 
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* AMIGOIDS 

Now I don’t know 
how this came about, but Amigoids is exactly the 
same program as Lemmingoids (see last ish). It’s 
another Asteroids clone, but with alternative 
graphics and crunchy sound effects. To be fair. It’s 
an adequate rendition that remains enjoyable for as 
long as your love of the arcade machine lasts. For 
me, this worked out at around 7.5 minutes playing 
time. 

^ ' QBK 

I was a little shocked (not 
to mention dismayed) when 
I noticed a review for Q-Bert 
in a Nintendo magazine. It 
was on the Game Boy at 
the usual high prices, and I 
wondered whether anyone would actually pay for 
such an old and crinkly concept. 

Qbic is a Charityware version. As Q-Bert games 
go, it’s a perfect implementation — and a poke in 
the eye for those hand-held owners who went out 
and bought it! 

REVENGE OF 1HE 
MlfEANr CAMELS 

Jeff Minter’s eccentric shoot-’em-uo is one of 




the weirdest games I’ve seen in a long time. 
Basically, you’re a mutant camel, and your lot in 
life involves shooting all manner of strange 
sprites while walking (and jumping) over a hostile 
landscape. There’s also the option to have 
either a human or computer-controlled partner 
(it’s a yak, I think) to assist in the carnage. 

The graphics are clear and well animated, 
and the sampled sound effects give atmosphere 
to the strange happenings. Some of the sprites 
are out of this world; one round is filled with 
hostile roll-ups (Er, I don’t think that’s supposed 
to be just Old Holborn in there, son! — Ed). 
Tobaccotastic, you could say. 

As you’d expect. Revenge is Shareware, 
carrying a £5 registration fee. It’s a pretty 
essential purchase to both camel enthusiasts and 
everyday gamesplayers, because it’s pure 
unpretentious fun as opposed to recycled 
garbage. By far the best game on the disk. 


TRAILBLAZER 

Like Revenge, 
Trailblazefs a con¬ 
version of an old 8-blt 


game. In the original, you controlled a sphere 
rolling along a chequered pathway replete with 
hazards. These took the form of holes (to fall 
through, unless jumped) or ‘special’ patches 
that influenced your craft’s movement (slowing 
It down, speeding It up, etc). 

It was a simple concept that managed to be 
both tricky and addictive — for a while, at 
least. The Amiga Incarnation’s pretty much the 
same, right down to the insipid graphics 
unfortunately. This still doesn’t detract from 
what Is otherwise an engaging challenge, 
though, and It certainly Is refreshing to take 
another roll down Nostalgia Avenue. 

WELTRIX 

Let’s get this 
straight now: 

Weitrix 'is Welltris 
on PD. It’s a fairly 
good replica 
(apart from the 
awful controls) 
but the fact 

remains that it’s just not a good game. Tetris 
was addictive, fun and simple — everything its 
follow-up isn’t. Weltrix is just as bad because 
it’s the same. 


platform game. Enemies must be shot with 
your initially feeble gun, although power-ups 
can be collected to make matters a little 
easier. Contact with the platforms’ resident 
creatu res results in the loss of a life, and it’s 

back to the level 


■ Who agrees with me when I say Neighbours 
is a kids’ programme these days? I can 
remember a time when people over three 
could identify with (or at least laugh at) the 
characters without batting an eyelid. These 
days. I’d rather eat my socks than endure a 
single episode, as the cringe-worthy plot does 
little to build up poorly researched characters. 

So what about this PD adventure? It’s 
obviously not a licensed version (although the 
programmers credit Grundy Television on the 
title screen). Well, the plot stays fairly close to 
the subject matter (it’s rubbish), detailing 
money-mad Paul Robinson’s attempt to buy 
Ramsey Street and turn it into a maggot farm, 
or something. Of course, you (as the 
unidentified hero) have other Ideas and 
wander around the graphic adventure, 
collecting evidence of Paul’s illegal activities. 

All of the locations are digitised from the TV 


\rC3- -O- 






Sonic The 
Hedgehog, 

Bub and Bob 
(Bubble Bobble 
stars), and a 
creature we 
think came from 
Nebulus. What they’re doing in 
Adventures is beyond us, but we 
assume the programmer has used a 
pseudonym to avoid legal 
repercussions. There are probably a 
few more stars on later levels, but the 
game is let down by the lack of 
restart points. I don’t like going back 
to the start of a section every time I 
die — It makes my turning-off finger 
twitch in an alarming manner... 

■ Is it me, or does Sonic iook hung 
over? Or is he surprised to see a 
creature in a red sheii-suit with 
accompanying visor? I would be! 


■ 16/33 
































17 BIT 

^ 17 Bit Software are a lovely bunch, ever 
willing to cater for your Shareware/PD 
needs. If you want to find out more on their 
catalogue and order costs, send an SAE 
to... 

17 Bit Software 
1st Floor Offices 
2/8 Market Street 
Wakefield 
WF1 1DH 


series and, 
surprisingly enough, 
all of them manage to 
be recognisable. 
However, the screens 
are very uninteractive 
(not to mention 
uninteresting) and the 
game text is very sparse to say the least. OK, 
so it may be PD, but I’d have thought they 
could have added a little more depth. After all, 
you’ve got the ultimate opportunity for parody 
here and it’s almost a travesty that it’s been 
largely ignored. 

■ In a desperate attempt to boost 
ratings, Dorothy is seen wearing a 
piant on her head whiie the twins say 
how great Bouncer tasted iast night! 


Dataclan don’t charge for disk duplication 
— just send ’em the disks and a stamped 
addressed envelope and they’ll bung you 
the relevant compilations in the post. They 
can be reached at... 

Dataclan 

c/o 17 Saltford Road 
Allerdene Est 
Low Fell 
Gateshead 
Tyne and Wear 
NE9 6BG 

Don’t forget to include your name and 
address. You’d be surprised how many 
blank envelopes confuse postmen to the 
extent of non-delivery. 


16/32 CLUB... 

If you want to order Neighbours (or 
anything else in their catalogue), 16/32 can 
be found at... 

35 Northcote Road 

Stroud 

Kent 

ME2 2DH 

Duplication costs are £2 (without disk) 
and £1 (with your own disk). Special offers 
are available to registered users — ask for 
Information and I’m sure they’ll send it. 


SPACiMASTIR 

■ BobcrHi SmIIIi PD 

■ Spacemastefs a 
three-game compilation 
with the general theme 
being all things ‘spacey’. 

It gets off to a fairly 
mediocre start with 
Spacewar, a variation on 
the flying section in the 
ancient Combat A\ar\ 
cartridge. Two players 
are required In this 
version (the programmer 
says he’s afraid of the mathematics involved In 
introducing a computer opponent) with the 
objective being to blast your opponent out of 
the sky. 


A myriad of options are available to soup up 
the gameplay, from black holes to different 
gravity and thrust levels. The latter play a fairly 
large part in the game, as there’s a sun that 
(predictably) fries your craft to a crisp should 
you get too close. 

Possibly the only innovative feature is the 
ability to play ^ friend via a modem. It’s a good 
addition, but unfortunately you have to pay the 
telephone bill afterwards! 

By far the better game of the three is 
Cybernetix. This one- or two-player game 
sees you screaming through horizontally 
scrolling levels, shooting both asteroids and 
alien attack waves. There’s also a fair amount 
of power-ups, allowing some 
impressive destruction 
should you survive that long. 

Cybernetix is both 
graphically and sonically 
excellent. Though not exactly 
world-beating, for a mere £5 
registration fee it’s a great 
game for those horrible rainy 
days. 

Strategy rears its 
(occasionally ugly) head in 
the form of Celestial Caesars. Up to nine 
players (computer or human-controlled) can 




■ The new model XJ-129 starfighter 
came with built-in under seat latrine, 
for the more frenetic battles. 
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participate, and what the game lacks In 
graphical and action kicks is made up for by 
the competitive nature of planet conquering. It 
plays like a board game, and won’t disappoint 
those looking for a 
pocket adventure 
with a minimum of 
fuss. As with Space 
War you can play it 
via modem lines, 
rounding off a great 
little product. 

















































TO WIN 
A SUPER NES 



Please ask permission of person who pays the bill. Calls charged at 36p min cheap rate, 


48p other times. C.I.C BOX 1650 B1 1AA 



PROFESSIONAL 

FOOTBALL MASTERS® 


Football Masters is the very latest MuhFManager Football Simulator for 16 bit 
computers. After 5 years of development we are proud to announce the release of 
the most comprehensive football management game ever. This is the fourth and 
final revision . ft’s waiting to test your skills right no w! Features Include:- 

Multi-Manager game for 1 to 4 Players. Three levels of difficulty. 


Choose six from fifteen Tactics. The player Formation routine is the most versatile ever created. 
You can inspect nearly all Opponents Statistics and you can see all Pitch Sizes. 

Match highlights minute by minute, make substitutions or team changes at any time. Live injuries, 
yellow/red cards and named goalscorers. Match Report with possession, number of shots etc. 
Full UK and European Cup itinerary. Includes FA, League, Zenith Data, Autoglass, European, Cup 
Winners and UEFA Cups. All cup match rules have been made as accurate as possible. Two leg ties. 
Extra time, Away goal rule. Seeded draws, European Mini Leagues, etc. You can physical 
participate in any Penaity Shootout, fully animated graphics, controlled by joystick and/or mouse. 
All 4 league divisions (includes Premier) with play-offs and league expulsion. 

Real initial, surname, league career records, height and age entered for all players as at the start of 
the 92/93 Season. Seven skill ratings per player, separate ones for goalkeepers. Plus 15 other 
special attributes like Captain, Super Subs & Mobility. Players Preferred Foot. 

A lively and real-time transfer market, with an approach facility, negotiate wages and contracts, 
includes Foreign Transactions. Plus loans, free transfers and trainees. Unique and simple training 
system to improve player skills. ST 512K version excludes penalty sequence. 

High quality printer facilities to list all the vital information. Masses of historical statistics on past 
games, players and manager. Realistic Gate Capacities and Ground Improvements. 

Quick game data load and save. All screens updated quickly and displayed in a pleasant format, which 
is easy to use and comfortable to read. Fully mouse operated. Printed instruction booklet with plenty 
of diagrams. An Editor is available (as an extra) to add flexibility to the new or saved games. 

An options screen allows some of the above to be switched off if so desired. Others not mentioned 
above include Show AH Goaiscorers (when possible) and Show Transfer News. 


NEW ENHANCED 92/93 VERSION 





There are many, many other little things that make this game the most addictive and accurate 
interpretation of a Football Managers season. It would be impossible to list all the features in 
this advert but we assure you that this is the best. We have thousands of satisfied customers 
from our previous edition of this game, many are still playing it 2 years after purchase. See 
the order form below for details on how to order this incredible game. Available for all Atari 
ST’s and Ami ga’s. PC W INDOWS version coming soon. © 1992 



An amazing graphical strategic 
simulator that’s fun and easy to play 
for all the family. 0, 1 or 2 players on 
keyboard, mouse or joystick. Pick your 
moves from the selection available 
and watch your animated warrior battle 
it out. Watch the energy bar indicators 
and plan your next move. Edit Wrestlers 
plus many other features. 

Amiga 1MB RAM. Only £19.95 


srme Mf\sjeK 


Four years of development by a racing expert has led 
to the release of this great strategy Horse Racing 
simulation. You can participate as the Owner, Trainer 
and or Betting Punter in this remarkable game. As the 
trainer you must try to discover the horses ideal racing 
conditions (mainly distance & going). Animated race 
display, formbook, 200 horses with independent 
personal profiles, tipsters, simple mouse and icon 
menu selection. Many other items are included. 

Amiga 1MB or any Atari ST. Only £19.95 


24 HOUR CREDIT CARD HOT-LINE 


Q097O2)_^qO557^^'S?|^S! 

I" A ¥¥ /^¥^r\¥~^¥’¥0 All the programs detailed in this advert are on^ 

available through direct mail from ESP Software. ■ 

Name.Address ._ 


.Postcode.Tel. 


1 nave an 

Quantity 

computer, piease sena m 
Description (English or Scottish) * 

e me roiiowir 

Unit Cost 

ig Items:- 
Total 


Professional Football Masters 512K (ST Only) * 

19.95 



Professional Football Masters 1MB * 

24.95 



P.F.M. Editor (Not For 512K Amiga) * 

12.00 



Wrestling Masters (Amiga 1MB) 

19.95 



Stable Masters (Amiga 1MB or Any ST) 

19.95 



Amiga 512K RAM Expansion 

27.00 



POSTAGE (Non UK Only) 

1.00 


If you have a cheque guarantee card or credit card please write its number on the I GRAF 

D TOTAL 



I 
I 
I 
I 

I enclose a Cheque/Postal Order made payable to ESP SOFTWARE. ■ 

Cut out and post this form to:(photocopies or written orders are acceptable) E. & O.E. • 

^ ESP Softwar^^B^Za Southchurch Road, SouthencForbSea, Essffl SSI 2ND. UK, J 


























































M icroswitches, eh? We can 
remember when they were 
a luxury item, prized by 
many. To have a joystick with such 
wonderful technology would make 
people go weak at the knees. Now it 
turns out that these previously 

worshipped items are old hat, 
and that analogue sticks are 
the things to own. If you want 
to know more about them (or 
more specifically, the 
spendiferous Konix version), check 
out the news section. Alternatively, if 
you want to win one, read on... 
Konix are very proud of their 
new hand-held joystick, the 
I analogue version of the popular 
' Speedking. So proud, in fact, that 
^they’ve offered us a more that 
generousi 08 to give away in this 
I simple competition. All you have to 
' do is answer the following 
questions... 


■ FINISHED? GOT A 
GOOD IDEA OF THE 
ANSWERS? THEN 
FILL IN THE FORM 
(OR A PHOTOCOPY 
IF YOU DON’T CARE 
FOR MAGAZINE 
MUTILATION). 


YOU 


irCOMH 


■ NAME. 

■ ADDRESS. 


■ POSTCODE. 


ANSWERS (ring your choices) 

■ Q1 — a, b, c 


■ Q2 — a, b, c 

■ Q2 — a, b, c 

■ It’s vital that you fill in the form carefully and make it as legible as 
possible because we’re going to be using them to maii the prizes — so it’s 
in your best interests if you want to win! 

Send your compieted form to: KONIX KOMPETITION, AMIGA FORCE, 
Europress Impact, Ludlow, Shropshire SYS 1JW, before 1 Aprii or you’ii 
have no joy, you fool. 


1. A great new game arrives in 
the office. Does Steve... 

a. Organise a fair and honest rota so 
everyone gets to take it home to play 
it with friends? 

b. Wear it as a hat? 

c. Take it home and keep it for 
around three weeks, swearing loudly 
if anyone else asks to borrow it? 


2. James and Phil are playing 
Sensible Soccer. James has 
just gone 2-1 down with 84 
minutes on the clock. What 
does he say... 

a. Great goal Phil — you deserved 
that one? 

b. I used to be a woman, you know? 
e. The joysticks not working properly 
and the light’s in my eyes and the 
computer’s a %^&* and the...? 


3 James walks with a slight 
limp due to an injury 
sustained during the 
Falklands war. How did this 
happen... 

He stormed an enemy fort single- 
handedly, defeating over 20 men but 
got shot in the leg? 

b. He was hit by shrapnel while 
saving the lives of 12 innocent 
civilians? 

c. He tripped over the coffee table 
trying to change channels? 


rm 
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GOBLIINS 7 , 

If the terrible twosome 
are giving you double 
trouble, stop their 
silliness with this fully illustrated 
guide to the first two sections. 


ROME AD9R 

Don’t get your toga in a twist — get 
your head around this 
, V superlative two-level 
^ s ) playing guide. 


WAXWORKS 

Most graveyard scenes 
involve either mourning or 
death. This will help you 
avoid both. 


Well, 

Maradona 
his 'hand of God' 
and the Greeks had 
their Trojan Horse, but 
both of these pale in 
comparison to AMIGA 
FORCE — the only way to 
cheat. If you want to beat 
that game and you haven't 
so far, it's almost 
guaranteed that A-FORCE 
will give you all you 
need to send those no- 
^solution blues packing.^ 
Read 'em and 
cheat, 
leople.. 


FIGHTER II 

Get brutal with the 
complete tips on how to win 
with any fighter against any other! 


mPEJH 

GAME 

TYPE 

PAGE 

Action Fighter 

Cheat 

74 

Afterburner 

Cheat 

74 

Archipelagos 

Cheat 

74 

Arkanoid 

Cheat 

74 

Atomic Robokid 

Cheat 

74 

Batman: The Movie 

Cheat 

74 

Bombuzal 

Cheat 

74 

Carrier Command 

Cheat 

74 

Dragon Breed 

Cheat 

74 

Dragon Spirit 

Cheat 

76 

Eswat 

Cheat 

76 

F-29 Retaliator 

Cheat 

76 

Falcon 

Cheat 

76 

Full Contact 

Cheat 

76 

Gobliins 2 

Tips 

52 

International Ice Hockey Cheat 

76 

Jumping Jack Son 

Cheat 

76 

Kick Off 2 

Cheat 

76 

Klax 

Cheat 

76 

Last Ninja 3 

Cheat 

78 

Lemmings 

Level Solution 72 

Logical 

Cheat 

78 

Nebulus 

Cheat 

78 

Ninja Warriors 

Cheat 

78 

Pit-Fighter 

Cheat 

78 

Rick Dangerous 

Cheat 

78 

Rome AD92 

Tips 

59 

Running Man, The 

Cheat 

78 

Shadow Of The Beast 2 

Cheat 

78 

Starglider 2 

Cheat 

78 

Steg 

Cheat 

80 

Street Fighter 11 

Tips 

68 

Strider 2 

Cheat 

80 

Supercars 2 

Cheat 

80 

Super Hang-On 

Cheat 

80 

Swiv 

Cheat 

80 

Troddlers 

Cheat 

80 

Turrican 

Cheat 

80 

Vaxine 

Cheat 

80 

Venus The Flytrap 

Cheat 

80 

Waxworks 

Tips/Map 

63 



























^Only after much hassle 
A will Tazaar the wizard let 
H them in. First, Fingus 
W must knock on the door 
. and talk to Tazaar. 

^ I Winkle does the 
^ ■ g same, but the 

wizard still won’t 
listen. 


\Only Fingus can operate the 
igf Mm Fountain. While he’s doing 
^^^Vthis, Winkle fills the Bottle 
^^^^with the Jet Of Water. 

When Winkle D g V *, ¥\ V I k^ 

uses the Bottle 

on the Toad, he 

spits out a 

mouthful of 

water at the 

amphibian, which • 

hops off and F 

reveais a Stone. L^,. . 


Fingus 
uses the 
Stone 
on the 
Mech¬ 
anism 
to 

knock 

down 

the 

ladder 

Rung... 


p J iilUBKDk I —then operates 

h the Rung to pull 
down the ladder, 
c— A which Winkle 
j j climbs before it 
23 QESQ 0 ^= 39 E=^B|^ZS 3 B snaps up again. 
He can now look into the Chimney, and fail down it! 


I miH One of the old 
men hits you 
if you try to get 
the Bottle. What you 
need is a distract¬ 
ion. So, after 
placing Fingus next 
to the Bottle, send 
Winkle to get the 
Sausage; he gets 
whacked by the 
Notable, and... 


PSMS I S? JSHCE-! 

COM 


...while the old men are 
laughing at this, Fingus 
can grab the Bottle. 


After Winkle’s blown back out of the 
stack, the wizard finaiiy opens the door. 


1^^ Coktel 
Vision^s new 
W pointer-driven W 
W adventure is 1 

J even funnier (and } 
harder!) than the 
eriginai — see the 
review in this issue. 

But if Fingus and 
Winkie are behaving 
iike a coupie ef 
[ dimwits, this i 

V selutien to the i 
^first two sections^ 
^miii put them on^ 
the right 








IL_—yj^ 




















































































inserts the 

Spring Key in the Cuckoo-Clock 
on the mantlepiece. 

comes 

Winkle (stood underneath) uses 
the Stone on the Big Key to 
knock it out of the cuckoo’s 
mouth. 


Fingus uses the 
Matches on the 
Kettle to light the 
stove. . 


He then fills the 
Kettle using the 
Bottle. When the 
Kettle boils, it 
reveals a Spring Key 
— Fingus bums his 
hand on the stean^ 
if he tries to 
get this. I 


• ■ Either 

character 
can use the 
Big Key to open 
the Cellar door in 
order to reach the 
Wine. 


First, he 
must 
operate 
Kettle to 
blow out 
the fire. 
He can 
now get 
the Key. 


_ When Winkle steps on 

m- the rug’s Tail, its 

mouth opens. Place 
Fingus next to its Head 
and, when the mouth is open, 
operate Head to get the 
Matches from within. 


""" '"•I However, the 
I big oaf is a 
light sleeper, 
and neither 

^ I character can 

JEM grab the 

Sausage from 
the ground. 
With Winkle 
standing on 

T-r ”'* I spring-trap 

^ .J (left of oaf), 

Fingus presses the 
Switch to send his pal 
^ onto the roof. 

From here. 
Winkle can 
B safely grab the 
^ Sausage. 


I H Hi Fingus 
uses the 
Bottle on 
the Flowers to 
revive them, and 
then picks one. 


Fingus 

gives 

the 

Flower 

to the 

Notable, 

who 

falls 

asleep. 




I |\ Fingus 
’ ^ *J uses the 
Sausage 
on the pot¬ 
hole to hit the Dog! 


Fingus can talk to Tazaar 
. (twice) for advice — 

I but for a laugh, get 
Winkle to talk to him! 


While the Dog is 
reeling. Winkle 
sneaks past. 


VILLAGE 






































































































Winkle 
enters the 
tree Hole to 
open the 
I Burrow. 


Fingus 

enters ^ I 

the I 

Tower L TT.7itfw I 

and throws out yet another 
Bomb onto the upper level. 


ON THE NHY OUT OF 
THE VIEERQE S TOOD 
THE FAMOUS CASTEE 
THESfi«J>ECIDED TO 
MR]^ ^COUR OF IT 


Fingus enters 
the Burrow and 
emerges from 
the tree Hole. 


This time Winkle gets the 
bomb, Fingus lights it with 
the Matches, and Winkle 
throws it to knock the 
Carpet down. 


The levitating Soka won’t talk unless the 
heroes rise up to his level, using the flying 
Carpet. To get it, Fingus first enters the 
Tower and throws out a Bomb. 


I \ Fingus 
^ % I steps 
on the 
Carpet, 
which rises 
up to the 
Soka, who 
tells him to 
throw some 
of the sand 
of time into 
the trench. 


Fingus uses the Matches to light 
the Wood Pile at the Giant’s feet. 

‘ iryfi n then cooks 

; j the Egg on the 

Wood Pile: 

“v smell 

Giant. 


Fingus gets 
the Bomb, 
and Winkle 
(stood 
nearby) 
quickly 
lights it with 
the Matches. 
Fingus then 
throws it, 
destroying 
the guard. 


Winkle enters the 
Tower and chucks 
out a bomb to the 
lower level. 

Fingus gets the 
Bomb, and Winkle 
quickly lights it 
with the Matches. 


Fingus gives the 
Sausage and then 
the Wine to the 
Giant, who falls 
I into a 
drunken 
W slumber, 
allowing 
^ Fingus to 

•■each 
I the exit. 


I Fingus uses the Stone to 
knock the Ball down from 
the tree. But before either he 
or Winkle can get it, a 
naughty little boy runs out 
and nicks it! 


|K;; When Fingus 

' i ii iN throws the lit 

Bomb, it knocks the Carpet towards the 
castle Door, where a green hand grabs it. 


pLiryiNG TIPS 





















































































































PlAyiNG TIPS 


Winkle pours Bottle onto 
Nymph to revive her (she 
flies up to right branch). 


Winkle enters the House with the 
boy in it, whiie Fingus stands near 
the upper-right House. 


With Fingus stand¬ 
ing on the rock (ieft 
of Stone), Winkie 
opens the Stone to 
reiease another Bee... 


When the 
boy 

appears in 
the lower- 
right 
House, 
Fingus 
enters the 
upper- 
right 

House and 
catches 
the biighter from 
behind, taking the 
Baii (to boot). 


With Winkie 
standing under¬ 
neath the Bask¬ 
et, Fingus gives 
the Bali to the 
basketbali 
Player who 
shoots... 

Winkle jumps through the Basket, 
knocking the Baii into the Town Haii 
to make the Mayor 
come out. He telis 
them to see Tom, 
the master ciock- 
maker. 


Winkle 
gives 
Bottle 
to Kael, 
who drinks 
and offers to 
iift Winkie up 
with his hand. 

Winkle steps 
on the hand 
and is thrown 
up to the tree. 


Fingus 
quickly 
jumps onto 
the Bee’s 
back and 
takes a ride 
to the 
Nymph in 
the tree. 


i\ Fingus 
^ *1 gives 
the 
Honey 
to the Nymph, 
who flies down 
to point out the 
correct 
Mushroom. 


Winkle 
shakes the 
Branch to 
knock down the Flower... 


To stop the creature 
from grabbing the 
Flower, Fingus must 
stand on top of its 
stone and catch the 

falling Flower. 


Winkle 
gets the 
Mushroom 
(it’s one of 
the few things 
he won’t 
eat!)... 

...and knocks on the Door to 
reveal Vivalzart. 

When Winkle 
gives the 
Mushroom to 
him, Vivalzart 
opens the 


, He can then 
I use the Flower 
I on the other 
^Stone, drop¬ 
ping it down 
■the hole. 


Fingus knocks on the (top-right) 
Clockmaker’s Door. Tom tells him 
to replace the clock’s tock-tock 
with a melody to get the hourglass. 
(This game’s bonkers! — Ed) 


Fingus opens the 
Stone to let a Bee 
out, and grabs the 
Honey it’s carrying. 





























































































Fingus gives 
i the Meat to 
I the Piranha, 
f which spits 
out the Bone. 


Fingus uses the Clothes Peg on the 
Tube in order to prevent a jet of 
steam coming from above the top- 
left mushroom. Very nasty! 


Fingus talks to Vivalzart, who tells 
him to put the Mushroom in his 
musical dream Machine. 

Winkle 

jlr puts the 

Mushroom 
in 

Machine 

(Fingus 

bring 
himself to 

IP ■ ^ doit). 


With Fingus standing on top 
\ of the pedal-bin, Winkle 
^ f I gives the Bone to Vivalzart 
who goes to put it in the 
bin, catapulting Fingus up to 
the shelf in the process! 


Fingus f 
operates y 

the pi 

Machine Qji 

(pressing 

the button 

on 

bubbles a bit, but the Machine is 
blocked by a Clothes Peg on its 
tube. Somehow the heroes must 
get onto the shelf... 


Winkle reaches into the left 
Headlight to grab the Drumstick 
from the drum-kit. 

Winkle 

^07 ^1 uses the 
^ ij Drum- 

S!. ^ stick on 

the 

make a 
catcher. 


Fingus can now grab the Clothes 
Peg and the Elixir Of Kindness. 


With Fingus standing on the 
I 9 J I spring-trap (below Vulture), 

^ ^ Winkle presses the shelf 

Switch to send Fingus up to 
^^the cage of the Vulture, which 
pecks at him while he hangs on. 


Fingus f 
and 

Winkle W ^ 
Jump on 
the Spring 
together 
(requiring 
careful tim¬ 
ing) to open 
the Door in 
the left 
mushroom. 


In turn. Winkle and 
Fingus each fill the 
Bottle with the potion 
from the Container, 
and drink it to make 
them disappear into a 
musical dream! 


Fingus 
enters 
the 
Door 
and 
magic¬ 
ally 
springs 
out of 


the top-left grinning mushroom. 


Winkle must 



quickly throw the 


. HI -r ^ IBy 

Worm up to the 



Vulture, so Fingus 
can (automatically) 



grab the Meat 


■[L before falling. 








f efil 


j 

^ ^ f i"i 1 
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Fingus stays put, while 
Winkle puts the Mosquito 
in the Headlight. It buzzes 
round the drummer, 
making him play... 


Winkle enters 
the Hole to 
appear on the 
top-right 
mushroom. 


Fingus talks to the 
Guitarist, who 
plays a tune... 

Winkle uses the 
Flycatcher to grab 
the Note which 
settles near him 
(before it shatters). 


Fingus 
catches 
the Note 
with the 
Flycatcher. 


Winkle 

enters ^ > 

the Hole 
to reach the top- 
right mushroom. 
Fingus uses Pump 
on Saxophonist to 
make him play... 


Winkle gets the Note with the 
Flycatcher to make the Melody. 
Hurrah! 


Fingus 
smashes 
Hourglass 
over the 
Trench to 
create a 
magical sand 
bridge. 


\ i uses 

the Melody on 
the bottom-left House, to put it in the 
clock (at top). < ! 

Fingus knocks 

on the - 

Clockmaker’s 

Door and talks to Tom, who gives 
him the Hourglass. _ k 


Fingus jumps on the Spring. When 
the Pump appears above the left 
drum. Winkle reaches into the 
Headlight to grab it (requires 
careful timing). 


through the Opening 
in the castle wall. 


Fingus enters the 
Hole to appear 
on the top-right 
mushroom. 


Winkle uses Pump bn the Saxophonist and Fingus 
quickly uses Flycatcher on the Mosquito which 
appears. 


PLAyiNG TIPS 





Ha 

mmm 
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Both characters 
































































































































T/FA r.-A-TTP 

CHEATS, TIPS AND GAME SOLUTIONS 

CHEAT LINES 

AMIGA GAMESLINE . 0891 445 786 

CHEATSGALORE(SAYYESFORAMIGA).^0891 101 234 

AMIGA HOTLINE . 0891 445 9«5 

ST GAMESLINE . 0891 445 787 

ALLCHEATLINES UPDATED EVERY WEEK 
HELPLINES 

STREET FIGHTER II . 0891 445 927 

...0891 442 022 
...0891 445 926 
...0891 445 928 
...0891 442 030 
..0891445 928 


SHADOW OF THE BEAST I. II & III 

FIRST SAMURAI . 

THE IMMORTAL . 

EYE OF THE BEHOLDER . 

MAGIC POCKETS/RODLAND . 


WIZZKID QUIZ 

(SHOUT DEATH TO RECTOR) . 

INDEX INFORMATION LINE . 


. 0891 101 255 

.0891 445 904 


Guiding Light Computer Services Ltd, 

PO Box 17, Ashton-Under-Lyne, OL7 OWW 

Call cost 36p a minute at "Cheap rate" and 48p a minute at all other times. 







We carry a range of new and secondhand 
computers, printers and other items. 
Amiga 500s from £150.00. Printers from 
£35. Amiga videos for all areas of use 
ranging from music to programming 


Amiga PO we have over 1000 disks in our 
library prices start at just 75p. If you send 
your own disks, we will only charge for 
post and packing. ^ 


SEND FOR OUR CATALOGUE!! 

All new games have at least 15-20% off RRP. If you buy new from us, send them back 
when you've finished with them and we'll trade them in!! 

We also have over 300 used Amiga Games in stock in perfect condition. Prices from £1.99 
- £14.00 to suit every pocket!! 

Below is a small selection of NEW games, for more details see our catalogue. 




ADD AMS FAMILY.. 

AIR BUCKS . 

ALIEN BREED ’92 .. 
AMNIOS . 


BATMAN THE MOVIE.. 


o 


CAPTAIN PLANET.. 




o 


CORRUPTION . 

CRAZY CARS 3... 
D-GENERATION.. 


..19.00 

elf . 

.19.00 

NEW ZEALAND STORY .. 

...„..9.00 

..35.00 

EPIC . 

.23 00 

PINBALL DREAMS . 

.-.16.00 

..19.00 

FALCON _ 

_9.00 

PITFIGHTERZ .. 

. 14.00 

..26.00 

FLINTSTONES . 

...5.00 

POPULOUS 2 ... 

2200 

. 14.00 

FLOOR 13 

.23.00 

PRINCE OF PERSIA....^ . 

..9.00 

. 10.00 

GAZZA2... 

...9.00 

PRO TENNIS TOUR 2 .. 

....19.00 

..23.00 

GOBLINS 2 

.. .12.00 

RED BARON. 

...24.00 

..12.00 

GUY SPY.. 

.22.00 

RISKY WOODS. 

2 ftnn 

..20.00 

HOME ALONE 

. .19.00 

ROBOCOP3 . 

. 17.00 

..12.00 

HOOK . 

. 19.00 

SHADOWLANDS . 

...23.00 

...5.00 

HUNT FOR RED OCTOBER .9.00 

SlMCfTY/POPULOUS. 

. 19.00 

7 00 

IMPACT ... 

5 00 

SMASHTV. 

. 9.00 

. 19.00 

.JAGUAR X.JPPn 

1600 

STEVE DAVIS SNOOKER . 

.9.00 

.12.00 

JAMES POND 2 -ROBOCOD ... 19.00 

STORM MASTER . 

.20.00 

7 00 

LAST NINJA 3. 

.12.00 

STRIKER . 

..19.00 

.12.00 

LEMMINGS. 

.15.00 

SUPER HANG ON . 

...9.00 

.. .7 00 

LETHAL WEAPON . 

. 19.00 

TEAM YANKEE . 

..19.00 

..19.00 

LOMBARD RAC RALLY. 

. 9.00 

TERMINATOR 2 . 

..19.00 

..15.00 

LURE OF THE TEMPTRESS....23.00 

WHIZ KID. 

..19.00 

.22.00 

MAGIC POCKETS. 

.19.00 

WWF WRESTLING 2. 

..19.00 

. 5.00 

MIDWINTER. 

.5.00 

XENON . 

....9.00 

..23.00 

MONKEY ISLAND . 

. 19.00 

ZOOL . 

..19.00 


I 

0 


vu 

I 

s 

I 

CQ 

VJ 


Mouse Mats 6mm Blue/Black or Red . 2.50 

9mm Blue/Black or Red . 4.99 

Dust Covers - Amiga . 2.50 

Monitor Cover . 4.50 


Printer Cover . 

Amiga 600 Cover . 

Printer Stands . 

. 4.50 

. 2.76 

. 5.00 

Monitor Stands. 

. 10.00 

Mice Naksha with game. 

.30.00 

Sqmick Mouse. 

.15.00 


Action Replay Cart Mk 3.54.9i 

31/2" Skimpack Cases.99p (10 cap) 

40 Cap.3.50 

50 cap.3.75 

80 cap.4.25 

100 cap.4.99 

250 cap.18.50 

Used "31/2'" Disks (labelled & formatted).30p min qty 20 

Konica High Quality.65p min qty 10 

Sony.85p min qty 10 

Coloured disks available. ) .lOp extra 


USED 3iyr DISKS 
ONLY 23P EACH ANY 
QUANTITYII 

Postage for Disks: Quantity 1-75 95p. 
Quantity 100-1000 £2.50 

Cheques & Postal Orders to: 

C& S Computers 
37 Park Road 
St Marychurch 
Torquay 
Devon iQI 4QR 
Telephone 0803 329190 
P & P on Hardware £7.50, P & P on gamtes 75p. 
Our shop is open Mon-Sat lOam-S.SOpm. 
‘Send £1 & a large S.A.E. tor our 
catalogue. Refundable with first order. . 


WE ARE OPEN ALL HOURS r,; 


HARDWARE 


A600 + joystick + Mouse Mat.£294.00 

A600.£289.00 

AT 500 & Software..£565.00 

1084S Monitor. .£199.00 

GVP Series 2, Hard drive 52 Meg..£350.00 

1 Meg sims. JE24.00 

. Phone for 2000 & 3000 prices. 


/I 


JOYSTICKS 


Quickshotll . .£7.50 

Python Micro Sw^ched . X8.50 

Speedking Autofire . .£1030 


G>mpetition Pro Extra.... 
Mini Compeetition Pro... 

Maverick Autofire _ 

Zipstkk Autofire .. 

Intruder... 


Aviator Flight Skn... 
.Jet Fighter. 


.JE12.50 

..£1330 

.3:12.95 

.£12.95 

.£21.50 

.323.50 

.312.99 . 




ACCESSORIES 


Amiga Int Drive.£51.00 

Cunana Ext Drive.£56.00 

Zydec Ext drive....£53.00 

512K Upgrade with dock.£23.50 

512K upgrade no clock.£17.00 

1.5 Meg with clock.£79.00 

1 Meg Amiga plus upgrade.£37.00 

1 Meg Amiga 600 plus upgrade..£46.00 / 

^ Meg fast ram, 4 Meg po]^lated.£169.00^ 


PRINTERS 


Star LC-20.£128.00 

Star LC 24-1 0. £195.00 

STAR LC100 Colour "NEW".£165.00 

Star LC200 Colour.£189.00 

Star LC-24-200 Colour.£269.00 


Orders by phone or post to: 

DIRECT COMPUTER SUPPLIES 

0782-311471 Anytli 

0782 - 642497 9am - 5.30| 


DISKS with labels 


33' DSDD 
3,5' Rainbow,. 
3.5' DSHD 
5.25DSOO 

33' DSDD. 


Unbranded Bulk 100% Certified 


BrarMled Disks 


37peach 
44peach 
SSpeach 
2^ each 

..,45p each 


33' Labeb peR roll of 1.000.3630 

33' Tractor feed per 1,000.3830 

. Please phorse for bulk purchase discounts 


STORAGE BOXES 




10 capactity. 

NEW' 200 Cap box stackatrfe/lockabie. 

60 c^pM-ity lnrlc;thU‘ .... 

.30.95 

£18.99 

33.95 

1 no rpxrity lnrk;ihl(> ... .. 

£4.50 

80 cap Banx stackabie/locakbie_ 

£8.50 

150 cap Posso stackabie/iockable. 

£15.00 

250 cap stackable/lockable.. 

£18.99 


Most of the above avaiUtofe in 3.5" and 5.25'" 


0630 - 653193 


me 

m week 


9am - 5.30pi 
Evening/VI/eekend 



54 Spring Road, 
Longton, 
Stoke-On Trent, 
Staffs ST3 2PX 


/I 


LOOK! LOOK! LOOK! 


TRACTOR FEED DISK LABELS 
500 plain white labels & software to print 
your own professional labels 
Only £9.95 
SPECIAL OFFER 

1000 labels with software £13.50 


MISCELLANEOUS 


Mousehouse.£1.60 

Mouse Mat.£2.50 

Disk Drive Cleaner.£1.80 

Amiga Dust Cover.£3.50 

Monitor Dust Cover.£3.50 

Mouse/joystick Auto Shift.£12.99 

Amiga Light Pen & Software. £32.00 

Optical Mouse.£32.00 

Squick Mouse..£12.99 

Naksha Mouse & Accessories...£22.00 

^-Fi Amplifier & Speakers.£37.95 

Thumb & Finger Trackerball.£19.99 

Crystal Trackball. £32.00 

Action Replay Mark Hi.£57.00 

Techno Sound Turbo Sampler.£32.00 

2 Piece Printer Stand with Tray.£5.70 

Midi Master.£26.00 

Wordworth 1.1.£77.50 

^Tjlt/Turn Monitor Stand.£8.50^ 


Prices include VAT 
Postage please add £3.30 
We accept 

cheques/P.O's/VIsa/Access 
























































































































































































































This 

hysterical 
historical 
mouse-driven 
epic offers 
options galore for 
the adventurous 
among you. Starting 
life as a humble 
slave, your ultimate 
aoal is to become 
riA and ruthless. So, 
if you^re down on 
your denaris, or 
can^t seem to 
progress much 
further than 
flunky, here's 
a handy guide 
to the 
first two 
^ levels ••• 






kCf«ii<i£ KcoMfrKim 
Coiis=iL 

JOB OlCTATCO >¥ IhIIK 

flf THE TUd RoHHII CaH^UL 
Hlfi CO'JUTRV ESTHTE IS H€K 


Use the 
THREATEN 

^ j option 

^ (found in 

i ^1 DO)to 

extort 
money 

bb ^ I weak 

. . I Romans. 

I Don’t threaten the knife-staii 
owner, though — you’ii find him a 


Meet Segarus Megadrivus — 
a thoroughiy rotten appie 
and all-round bad egg. 
Prevent him from murdering 
the Emperor and you could 
be rewarded... 


Buy the dice (for two ^ 

Denarii, robbed from your 
fellow citizens) by selecting the 
PAY option and clicking on the stall 
holder. Once she’s given you the 
dice, repay the favour by 
THREATENing her, to steal the 
money back! 


KcnflTmTTHuTHCw/^ticin^fai^iKEMmH 


I IgUSEthe 
scroll on 

^^^^Segarus Megadrivus, 
and in return he’ll reward you 
with three coins 


DAGGER 


Congratulations! 
Rome awaits you 
in your new guise 
as an everyday 
citizen. Wonder 
what the beer’s 
like... 


Wait until I I 

f • V'^l I TOGA I 

■r someone * * 

^^^g/takes a dip, then 
iS^^select the DO icon. 
You’ll find a STEAL option — 
select it to swipe a disguise! 
USE the toga to wear it... 




Select DO 
and click 
on the 
PAY box. 
Select the 

||i " sales- 

W ^ person 

p ■ tnK^ and you’ll 

have (for a meagre three 
Denarii) an evil-looking dagger. 


DAGGER 


■H A For a trifling three Denarii, the boat- I 

man will take you to freedom. Speed is of 
essence, though — leave it too late and 
you’ll have an unavoidable, hot ’n’ horrible death. 


ISSUE THREE 



4 ^ 


1 



1 















































































































COLOSSEMH 


TAVERN' 


plaVing tii^s 


This guy announces 
important events, 
such as slave sales 
and gladiator 
tournaments, so take 
heed of his words and 
toddie aiong to the 
appropriate venue. 

V _^ 


It’s possible to follow 
Segarus through Rome 
to find out what he’s up 
to. However, your time 
is better spent getting 
your bearings, as the 
overheard conversa¬ 
tions act merely as plot 
additions, with littie 
consequence. 


IflHE: UftNIUrt Flamia 

RANk: Citizen 

JOB: Hotelier 

H ROOF OMER VOUR HEAD CAN DE 
A HEIGHT OFF ¥0UR HIND. 


9 9 


9 f 


PALACE 


BARRACKS 


BATHS 


Vanilla Flavia plays 
little part in the game, 
but offers 

accommodation for a 
negligible fee. If 
anyone finds out what 
purpose this serves, 
drop us a line. It’s 
puzzled the daylights 
out of us. 


Unscrupulous is the one to see should you find an item 
too pricey. He can lend you up to 30 Cesterces — 
essential for purchasing certain ‘services’. 


BoRROH FROH HIH IF ¥l]U HILL^ 

e^uT ON vauR auN head de it! 


mi: 

RAIk: 

IQB: 


IJneerupulus 
Sematcir 
Hdhev lender 


He Mesumius dellohs forth tongues of plane^ Heitor 

HITNESEEE SCENES OF PANIC IN THE STREETS! _ 


It’s best to use the RUH option for traveiling, as 
you’re up against a tight time limit. Red hot lava 
from an overflowing mountain doesn’t ’arf sting 
a bit, you know 


CITIZENS; HEAR THIS! THERE HILL BE A SLAME AUCTION HERE 

IN A SHORT HHILE... 


Right then citi 

• I 






































































































:tu. The f»Ri2E far fcwfiic rnr^HiftHPiair 

THIS mm U trU SESTCRCCS! 





The Arena 
is the place 
for your 
most lucra¬ 
tive busi¬ 
ness 

opportuni¬ 
ties. Simply 
purchase a 
slave from 
the Forum 
Sale and 
click USE 
to enter 
your com¬ 
petitor. 


Flatulus the Innkeeper is a 
compulsive gambler. Try joining 
one of his 


PLAYING Tirs 


"T== 



Ithehtre' 


dice 
games 
(using the 
loaded 
ones 

purchased 
in the first 
level) to 
make 

some extra 
dosh. 



nm-. 

am-. 

JOB: 


Flatulus 

litizek 

iHMkECPER 




Hr irueterate darsler. Trv 

ORE or HIS DICE CARES. 


Hey TRERE iiL<Wfritl ttf ya« rart a 




Bidding for slaves is a simple 
affair. Just select ‘BID’ from 
the ‘DO’ option, and Bob’s 
your uncle. Usually, you’ll get 
the guy first time. Be advised 
to buy as many as you can 
(with all your borrowed 
money) to ensure success in 
the arena. 




bUARD* I 

Tfl M ttfau VOy'LL LCT MC PAST? 




Attempting to enter the palace 
without money will be viewed 
unfavourably by the guards. They’re 
open to bribes, however. 


Goad mchs sir. He hh»ie fihished puildihc the fart. 


In's START THE WODIHa AT S SESTERCES. 












Once the combat’s begun, you’ll be 
able to sit back and watch the 
action. Fingers crossed, your siave 
shouid win. If he doesn’t, you’ll either 
have to wait for the next sale or 
enter another man (if you have one). 





He who lives by the sword, dies by 
getting his torso ventilated by irate 
Centurions! Mugging fellow citizens 
Js a risky business, so don’t do it. 


If you 
can^t reach 
the third level 
now, you^re 
^either very unlucky 
or terminally 
puzzled. A quick 
tipette for the third 
level is to build 
your fort in open 
space » it's 
difficult to gain 
entrance with 
a hill blocki ng 













































































CITY 


PO BOX 888, 

WOLVERHAMPTON WVl ITP 
Ttel: 0902 25304. Fax: 0902 712751 


CALL US ON: 24 HOUR CREDIT CARD HOTLINE 0902 25304 


AMIGA SELLERS 


COMPILAXIONS 


1st Division Manager.7.99 

3-D Construction Kit.34.99 

A-Train.NEW ..24.99 

Addams Family.17.99 

Air Force Commander.NEW ..21.50 

Alien Breed ‘92.9.99 

Another World.17.99 

Arcade Fruit Machine.7.99 

Bard’s Construction.NEW ..21.50 

Bard’s Tale Trilogy.NEW ..24.99 

Bat 2.24.99 

Battlehawks 1942.14.99 

B. C. Kid.17.99 

Beast 3.21.50 

Biff.NEW ....7.99 

Bignose The Caveman.7.99 

Bridge Player 2150.21.50 

Bubble Dizzy.7.99 

Campaign.21.50 

Captain Dynamo.7.99 

Captive.NEW PRICE ..14.99 

Carl Lewis Challenge.17.99 

Carnage.NEW... 7.99 

Carrier Command...NEW PRICE ....9.99 

Castles.21.50 

Castles Data Disc.12.99 

Championship Manager.17.99 

Chaos Engine.NEW ..17.99 

Che - Guerilla in Bolivia (C.C.S.) ..17.99 
Chessmaster 2100 .NEW PRICE ..14.99 

Chuck Rock.NEW PRICE ..12.99 

Civilisation.24.99 

Cohort 2.NEW ..21.50 

Cool World.17.99 

C. J. In The U.S.A.7.99 

Creepers.NEW..21.50 

Cricket Captain.NEW PRICE ....9.99 

Crystal Kingdom Dizzy.NEW ..13.99 

Curse Of Enchantia.24.99 

Daily Double Horse Racing.7.99 

Dalek Attack.14.99 

Dark Seed.24.99 

Darkmere.NEW ..21.50 

Deluxe Strip Poker 2 

(1 Meg).SPECIAL OFFER ....7.99 

Dizzy Prince Of The Yolk Folk.7.99 

Dragons Lair 3.24.99 

Dreadnoughts.24.99 

Dungeon Master/Chaos 

Strikes Back.21.50 

Emiyn Hughes Int. Soccer.7.99 

Euro Soccer.NEW..17.99 

European Super League.9.99 

Exile.SPECIAL OFFER ....9.99 

Exodus 3010.NEW..21.50 

Eye Of The Beholder.21.50 

Eye Of The Beholder 2 (1 Meg).24.99 

FI 6 Combat Pilot.9.99 

Falcon.14.99 

Falcon Op Counter Strike 

(Data Disc).9.99 

Falcon Operation Firelight 

(Data Disc).9.99 

Fire and Ice.17.99 

Fireforce.17.99 

Flight Of The Intruder.14.99 

Floor 13.21.50 

Football Director 2.9.99 

Football Manager 3.NEW ..17.99 

Formula 1 Grand Prix 

(Microprose).24.99 

Free D.C.NEW. 18.99 

Frontline (C.C.S.).17.99 

Future Wars.NEW PRICE ..12.99 

Fuzzball.NEW PRICE ....7.99 

Games Espania ‘92.21.50 

Gazza’s Super 

Soccer.NEW PRICE ....9.99 

Golden Axe.9.99 

Graham Taylor’s Soccer.17.99 

Grand Prix (Micropose).24.99 

HagarThe Horrible.NEW..17.99 

Hand Of St James.NEW ..21.50 

Harlequin.SPECIAL OFFER ....9.99 

Harpoon Version 1.21.24.99 

Harpoon Battleset 3 Or 4.10.99 

Hudson Hawk.NEW PRICE ....7.99 

Humans.21.50 

Ian Botham’s Cricket.21.50 

Indiana Jones 

Fate Of Atlantis (Action).17.99 

Indiana Jones 

Fate Of Atlantis (Adv).25.99 


Indiana Jones Last Crusade 

(Adventure).14.99 

Italia 1990.9.99 

Jack Nicklaus Golf ..NEW PRICE ....7.99 

Jack Nicklaus Unlimited 

Courses (1 Meg).21.50 

Jack Nicklaus Unlimited Clip Art....10.99 

Jack Nicklaus Vol 2 Or 4 Or 5.10.99 

James Pond.7.99 

Jimmy White’s 

Whirlwind Snooker.21.50 

Joe and Mac - Caveman Ninja.17.99 

John Madden’sAmerican 

Football.17.99 

Jones In The Fast Lane.NEW ..24.99 

Kaiser.NEW ..17.99 

Kindwords 3.34.99 

Kings Quest 5.27.99 

Knightmare + Hint Book.21.50 

Kyrianda.24.99 

Last Ninja 3 .NEW PRICE ....9.99 

Legend + Hint Book.21.50 

Legends Of Valour.25.99 

Leisuresuit Larry 5.24.99 

Lemmings + Lemmings 

Data Disc.21.50 

Lethal Weapon.17.99 

Life And Death.NEW PRICE ..14.99 

Links (Requires Hard 

Disc Drive).24.99 

Links Firestone (HD).12.99 

Lombard R.A.C. Rally.7.99 

Lotus Espirit.9.99 

Lotus Espirit Turbo Challenge 2....17.99 
Lotus 3 The Ultimate Challenge ....17.99 
Lost Treasures Of Infocom.NEW ..31.99 

Lure of The Temptress.21.50 

Magic Maths 4-8 (School Soft).17.99 

Magic Worlds.NEW ..17.99 

Man. Unt.9.99 

The Manager.21.50 

Match Of The Day.17.99 

Mega Fortress.21.50 

Microprose Golf.24.99 

Midnight Resistance.7.99 

Monkey Island.17.99 

Monkey Island 2 

(Le Chucks Revenge).25.99 

Motorhead.NEW ..10.99 

New Zealand Story.7.99 

Nick Faldo’s Championship 

Golf.NEW .24.99 

Nigel Mansell’s World 

Championship.21.50 

No Greater Glory (US Gold/SSI) ...24.99 

No Second Prize.NEW..17.99 

Nova 9.NEW ..24.99 

Oh No More Lemmings 

(Stand Alone).17.99 

Omar Sharifs Bridge.24.99 

Oriental Games .NEW PRICE ....9.99 

P.G.A. Tour Golf.17.99 

P.G.A. Courses Data Disc.10.99 

P.G.A. Golf + Courses Disc.21.50 

Paint ‘N’ Create.17.99 

Paperboy 2.SPECIAL OFFER ....7.99 

Pictionary.NEW PRICE ....7.99 

Pinball Fantasies.21.50 

Pipemania.NEW PRICE ....9.99 

Piracy.21.50 

Pit Fighter.;.NEW PRICE ....7.99 

Plan 9 Outer Space.NEW ..24.99 

Pool (Archer Mcleans).17.99 

Populous.9.99 

Populous/Sim City.21.50 

Populous 2 (1/2 Or 1 Meg).21.50 

Postman Pat 3.7.99 

Premier Manager.17.99 

Premiere.21.50 

Prince Of Persia ....NEW PRICE ....7.99 

Prophecy.NEW ..21.50 

Prophecy Of The Shadow ..NEW ..22.99 

Putty.17.99 

Railroad Tycoon.24.99 

Rainbow Islands.7.99 

Road Rash.17.99 

Robin Hood (School Soft).17.99 

Robocop2.NEW PRICE ....7.99 

Rome A.D. 92.NEW..21.50 

Rugby Coach.9.99 

RVF Honda.NEW PRICE ....9.99 

Scrabble .NEW..18.99 

Scrooge (School Soft).17.99 


Secret Of Monkey Island (1 Meg).. 17.99 
Secret Of Monkey Island 2 

(IMeg).25.99 

Sensible Soccer 92/93 

(New Version).17.99 

Shadoworlds.17.99 

Shoe People.NEW PRICE ....7.99 

Shoot ‘Em Up Construction Kit.9.99 

Shuttle.21.50 

Silent Service 2.24.99 

Sim City/Populous.21.50 

Sim City/Terrain Editor/ 

Arch 1.NEW ..24.99 

Sim City Architecture 1.11.99 

Sim City Architecture 2.11.99 

Sim Earth.24.99 

Space Crusade.17.99 

Spellbound Dizzy.7.99 

Stalingrad (C.C.S.).17.99 

Starglider 2 .NEW PRICE ....9.99 

Steve Davis Snooker.9.99 

Streetfighter.NEW PRICE ....9.99 

Streetfighter 2.18.99 

Striker Manager.NEW PRICE ....3.99 

Supercars 2.9.99 

Super Barbarian.NEW ..17.99 

Super Cauldron.NEW ..17.99 

Super Hero.NEW ..21.50 

Super Monaco G.P.9.99 

Sword Of Honour.NEW ..17.99 

TAG Wrestling.7.99 

Tearaway Thomas.NEW ..17.99 

Tetris.SPECIAL OFFER ....9.99 

Thomas The Tank Engine.7.99 

Traders.NEW..17.99 

Trivial Pursuit.NEW PRICE ....7.99 

Trolls.17.99 

Turrican 1 Or 2.7.99 

Turtles 2.SPECIAL OFFER ..12.99 

T.V. Sports Football 

(Not + Compatible).3.99 

UGH.17.99 

Ultimas .21.50 

Ultimate Golf.9.99 

Universal Monsters.NEW ..17.99 

Warriors Of Releyne.NEW ..21.50 

Waxworks.24.99 

Ween.21.50 

Wind In The Willows 

(School Soft).NEW ..17.99 

Wing Commander.24.99 

Wizkid.17.99 

World Championship 

Boxing Manager.7.99 

World Class Leaderboard 

(Ltd Edition).9.99 

World Class 

Rugby.SPECIAL OFFER ....9.99 

World Cricket.7.99 

W.W.F. 2 (European Rampage) ....17.99 

Zak McKracken.NEW PRICE ..12.99 

Zool (A500+, A600 OR A1200).17.99 


EDUCATIONAL 


Better maths (12-16)(School Soft).17.99 

Better Spelling (8-14)(School Soft).17.99 

Fun School 2 (U6 Or 6-8 Or 8+).7.99 

Fun School 4(U5 Or 5-7 Or 7-11).17.99 

Junior Typist (5-10)(School Soft).14.99 

Magic Maths (4-8)(School Soft).17.99 

Maths Mania (8-12)(School Soft).17.99 

The Three Bears (5-10)(School Soft) .17.99 


SPORTS MASTERS 

P.G.A. Tour Golf, 
Indianapolis 500, 
Advantage Tennis & 
Euro Championship 

ai.50 

THE DREAM TEAM 

TheSimpsons, 
WWFWrestlemania 
& Terminator 2 

17.99 

FANTASTIC WORLDS 

Realms, Pirates, 
Wonderland, 
Populous & 
Mega-Lo-Mania 

24.99 

STRATEGY MASTERS 

Populous, Spirit Of 
Excalibur, 

Chess Player 2150, 
Hunter 

& Battle Master 

22.99 

SUPER ALLSTARS 

Steg, C J. In The U.S.A., 
Captain Dynamo, 
Adventures Of Robin 
Hood 

& Magic Dizzy Land 

17.99 


SUPERFIGHTER 

Pit Fighter, WWF 
Wrestlemania 
& Final Fight 

17.99 

THE R.T. SMITH 
COMPENDIUM 

Vulcan, Ancient Battles & 
Arnhem 

19.99 

DIZZY'S EXCELLENT 
ADVENTURE 

Spellbound Dizzy, 
Bubble Dizzy, 

Dizzy Prince Of The Yolk 
Folk, 

Panic Dizzy & Kwik Snax 

17.99 

DIZZY COLLECTION 

Fast Food, Kwik Snax, 
Magicland Dizzy, 
Fantasy World Dizzy 
& Treasure Island Dizzy 

17.99 

AIR AND SEA 
SUPREMACY 

Silent Service, Gunship, 
Wings, 

Carrier Command & P47 
Thunderbolt 

21.50 


, -, 

ORDER FORM A MFORMADON 

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it to:- 
Software City, PO Box 888, Wolverhampton WVl ITP.POSTAGE RATES - Please add 75p 
for orders under £10. Non UK/EEC countries add £1.00 per item. Non EEC countries add £4 
per item. Paying by cheque - Cheques payable to Software City 

Name. 


DISKS 


3.5 INCH DOUBLE SIDED, DOUBLE 
DENSITY WITH LABELS 
1 0.59 

10 5.50 

25 12.50 

40 PIECE 31/2 DISC BOX.6.99 

80 PIECE 3 1/2 DISC BOX.7.99 

120 PIECE 3/12 DISC BOX.9.99 

MOUSE MAT.2.99 

AMIGA A500 DUST COVER.9.99 

AMIGA A600 DUST COVER.9.99 

AMIGA 1/2 MEG EXPANSION WITH 
OR WITHOUT CLOCK.29.99 

AMIIGA A600 1 MEG EXPANSION 

WITH CLOCK.59.99 

AMIGA A500-H MEGABYTE 
EXPANSION.44.99 


Address. 


Postcode. 


Name of Game 

Computer 

Value 








Postage 


Total 



Previous Customer.Ref No. 

Card No. 

Exp Date. 

AF EUROPEAN ORDERS MASTERCARD EU_ROC_ARD _ 

IJA Software Ltd, Second Floor Office, Hampton Walk, Queen Square, 
Wolverhampton, WVl 1TQ 



























































































































































































































































massive 

W mouse-driven ^ 
f adventure's been 
causina some huge 
headaches out 
there in Amigaland 
After severa 


earf 

felt pleas of 'help!^ 


from various corners 
of the country, we've 
responded with these 
general tips for three 
of the game's levels, 
i and a complete i 
L solution to the A 
P^Mines' section.^l 
I^lHope you dig^H 
'em! 


■ To kill the alligator 
first find the urn 
containing the 
embalmed organs on 
Level Two, then return 
to the ’gators pool and 
smash the jar in front of 
him. When he crawls 
out to eat the entrails, 
hurl a spear at him! 


■ Check out the screen 
shot in the ‘Rich Pickings’ 
reviews section to 
discover one of the 
correct combinations for 
the puzzle door. Or you 
can solve it by making 
each row add up to 16... 


■ Knock out all the 
support beams on Level 
Three to reveal a secret 
room on Level Four. 
You’ll find a tuning fork 
inside which you need 
to complete the Fifth 
Level. 


■ On the Fifth Level 
you’ll discover a 
mural depicting 
some snakes. This 
is, in fact, a secret 
door ^ just smash it 
with your sword to 
liberate the tile 
within... 


■ The 

papyrus from 
Level One 
depicts all 
the lethal 
floor tiles on 
the Fourth 
Level. Avoid 
all tiles 
marked on 
the papyrus 
to survive. 


■ Either the 
Whistle or 
Shotgun can 
prevent you 
from getting 
mugged near 
The Ship Inn. 


■ You need the rope from 
behind the Hardware 
Store to enter the Tailor 
Shop. Tie it to the 
chimney and lower 
yourself through the open 
window. 


■ Get the plank from the 
warehouse with the unlocked 
door on the Waterfront (in 
Wapping Lane) to bridge the gap 
to the Locksmiths — across the 
roof top from the clothes shop... 


■ Use the 
sleeping pills to 
knock out the 
guard dog at 
the Pawn 
Brokers (you’ll 
find ’em in the 
chemists). To 
get him to eat 
them, put the 
pills inside the 
meat you find 
behind the 
butchers. 


■ Give Willy The Dip the watch from 
the Pawn Shop, and he’ll pick the 
pimp’s pocket in the Bull Pub — 
furnishing you with the key to Molly’s 
house... and her address book! 
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W Collect 

I ^ the 

gas 
bottle 

and mask from 
this dead 
welder for 
later use. 


Years of dabbling with the 
dark forces have mutated 
your twisted sibiing into a 
giant plant — it’s your job 
kiii him, and his monstrous 
minions! Ensconced in a 
network of mine shafts it’s 
hard enough to even find 
him, so here’s what to do... 


You begin this 
section 

broken eievator. Search the 
injured professor to find a 
screwdriver and cigarette 
lighter. You also need to col¬ 
lect the chemical sprayer, but 
don’t bother fiddling with the 
damaged controls just yet. 


\ Pick up the 
|p^ Jijl pit prop 
from here, 
you’il need 
it to stop the 
runaway mine cart. 


The mine cart is 
a problem. To 
stop 

tracks you must 
DROP the pit prop, but 
oniy do this where 
indicated or you’ll either 

get crushed or block the tunnels (you can’t pass the 
cart once it’s been halted). First drop the prop on the 
rails, then walk forward until the cart starts rolling 
toward you and leg it backwards rather sharpish! Once 
stopped you’ll find an iron bar inside — you need this to 
poke your brothers’ eyes out! 


IKplH The mines 

are 

infested 
iir with 

mutants. On 
encountering one, 
USE the chemical 
spray to defend 
yourself. 


Many corridors are 
blocked by deadly 
vines. A quick 
squirt on the 
sprayer will allow 
access, though — 
marked with a ‘V’ 
on the map. 


^ \ I There 
are a 
collect¬ 
ion of 
tools lying 
around the 
place, so you 
can take your 
pick! 


Grab the electric cable from this 
creepy corridor and save it for later. 


1^ 1 It’s dark 
I Hr ^ down here! 

Carefully 
^^^^search this 
gloomy dead-end for 
the drill, then turn 
left to locate the 
drill bit which is 
stuck in a hole in 
the wall. There are a 
number 
holes 
so 

till 

you 

the right 


|\ This dead 
|| 11 engineer will 
provide you 
with a second 
handkerchief, a key 
and a toolbox 


Difficult H|H| 
to spot, ^^^H 
you’ll IhHO 
find the welding 
torch at the end 
of this corridor. 










































f Scrape 

r • JB the 
char- 
coal from 
this burned pit 
prop: you’ll 
need it to make 
a filter for your 
gas mask. 


Not 

exactly 
the ace of 
spades, 
but it’ll do! 


■ These 

disgusting pods 
cause instant 
death if 
undetected. 

There locations 
are marked with IH 
a ‘P’ on the map, so yoi 
should have no problems spraying 
them before they erupt in your face! 


Walk into the alcove ^ 4 

and turn left to face the 
generator. Below the 
petrol cap is a small drainage 
plug. If you collected the 
screwdriver from the injured 
man in the lift you can remove 
the stopper and, by dragging the 
chemical sprayer quickly below 
it, fill it up with petrol. The 
I quicker you replace the stopper 
the greater your chances of re¬ 
filling the sprayer later on. Also, 
if you have the lighter, your 
chemical sprayer will now act 
as a flame thrower. Whoosh! 


■ Swipe the First ^ 
Aid Kit from this 
mangled medic, ^ 
then SEARCH him to 
find a second handker¬ 
chief and the key to the lift doors. 


ra lSl il ijMBMHp Now you’ve ^ ^ 

got the 
right gear 
you’ll be able to 
Open the steel 
c^Ses. Click on 
the locks and 
select CUT OFF 
to gain entry. In 
this one you’ll find plenty of dynamite 
and a detonator. 


Oh, brother! 
your 

sibling in all his gory glory. He sure doesn’t look like a 
pansy and, by gawd, he ain’t! The Electrician will mend 
the lift controls enabling your escape after the Soldier has 
taken care of the explosives. Just make sure you’re 
wearing the Protective Suit and Gas Mask (with hand¬ 
made filter system!) before entering the monster’s lair — 
you’ll first need to USE the Iron Bar as a weapon against 
the giant mutant, or his eyes will hypnotise you into 
inactivity and, eventually, death! 


HUPigm Don’t bother with the 

mutoid, but give the soldier 
all the equipment he needs 
ES^BB to blow the mines up. In 
order to make the Gas 
Masks safe you need two 
pieces of Charcoal from 
B|^9|H Step 6. Wrap the Charcoal 
in the Handkerchiefs, and 
drag the Hankies over the 
Masks to provide adequate 
Filters. Wear a Protective 
Suit and Gas Mask yourself, 
then give one of each to the 
soldier. He’ll give you a list 
h^BhIH of the equipment he needs 
— select the items from 
your Inventory and simply 
kHeIB them onto him. You’ll 
need to fill the drill from 
one of the bottles you’ve collected 
before he’ll accept it, though, fussy 
swine! You can now give the medical 
kit to the Female Doctor, who will 
accompany you to the lift... 


ISSUE THREE MARCH 1993 AF 


aSBEaHi 


iiiiil 

BBmSSg > 1 

assssiilj 






IB^BB Inside 



Btt^B you’ll 

BB^B find three 

Br . The [ \ 

doc takes a 
while to 

^B the prof, so 

^B unlock the safety 
^B doors and close them 


1 Gas Masks, a pair of 

1 Protective Suits and a 

1 couple of Molotov 

1 Cocktails. From here, go to 

1 Step No. 16, but remember 
Lhh to talk to the 



injured professor (in 
the lift) on the way. 
He’ll ask you to 
fetch a doctor... I 

to it. This will protect them against 
attack while you make your way to 
the final showdown with your twist- 
^^^ed twin. 

























starting Point 
Gardener (Scythe) 
Iron Bar 
Family Tomb 
Dead Girl (Heart) 
Wooden Stake 
Church 
Vampire 


This handy map shows the 
key locations in The 
Cemetery: 


■ Remove the heart from 
the Dead Girl then 
summon your Uncle. He’ll 
exchange it for a whack 
of Hit Points. 


■ Always attack the 
zombies arms first, 
then go for the head. 
If you decapitate the 
beggars they still 
keep attacking you! 


■ Kill the Vampire by 
Sharpening the stake and 
USEing it as a weapon 
against him. But be quick! 


■ Collect the Bread 
from the alter and take 
it to your ancestors — 
then get Uncle Borris 
to cast a spell... 


Family Tomb 


Starting Point 


Gardener (Scythe) 


Dead Girl (Heart) 


Church 


Vampire 
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vs E HONDA 

■ Fatty defends well against flying 
kicks, so try quickly bouncing either side 
of him and throwing when you get the 
chance. 


vs RYU/KEN 

f against computer, 

I against a good 

player. Stay in the air and 
don’t get too close — use one hundred kicks if 
they corner you. 


VS BLANKA 

■ A toughie. Watch out for his 
rolling ground attacks and 
■ Yrn jumping flip kicks. Wait till he 
electrifies himself, then foot-stomp on 
him (you won’t get fried). 


VS CHUN LI 

■ Stop her from 
getting close by 
using sonic 
booms and 

strong kicks. |_ 
Only go for the killing 
throws when she’s lost 
much energy. 


■■■I VS M BISON 

■ Wait for him to 
approach, then 
attack quickly with 
sonic booms and flash kicks. 


■fH VS BALROG 

E JBI ■ Wait for an 
opening, then 
WbSEmJ use throws and 
punches. Block any 
attacks, though — one 
good hit and you’re dead. 


IpPM VS SAGAT 

■ Use flash kicks 

sweeps. Don’t 
trade punches, but throw 
him if you get the chance. 


■MH VS VEGA 

■ Your only 
chance is to 
stay airborne, 
using long kick jumps and 
the mid-air throw. 


tries all his flashy kicks. Jump to avoid 
fireball attacks and wait for a chance to 
throw him. 


vs DHALSIM 

■ The bendy 
fella relies on 
*®MHI long-range 
attacks, so get in close 
and do some fast throws 
and punches. 


H^n vs BLANKA 

■ Quick throws 
are best. If he 
tries his electric 
defence, zap him with a 
sonic boom! 


RpSa vs ZANGIEF 

■ Get in close, 

him, not giving 
him a chance to counter. If 
you mistime an attack, fall 
back and blast him with 
sonic booms until you can 
get close again. 


VS E HONDA 

■ With good 
timing you can 
■Hi ^ throw the fat guy 
all over the place. The only 
danger is his thousand 
slaps attack. 


areally 

conversion of 
W the classic coin- R 
W op this is. It oven 1 
r outdoes the Super ' 
'Nintendo version with 
the inclusion 
of car-smashing and 
barrol-hroaking 
subgamos. It's a tough 
game, though, so 
wo'vo compiled this 
comprehensive 
I plai^ng guide, 
i showing you how i 
E to boat every A 
^single opponent — A 
using any of ^B 
the eight ^^B 
fighters! 


Compensates for her 
lack of strength with j 

quickness and agility. i.i%- 
Very good in the air. 

SPECIAL MOVES 

One Hundred Kicks: ultrafast repetitive 
kicking. 

Spinning Bird Kick: spectacular overhead 
kick, upside down with legs spinning! (As seen 


" - Learned 

to fight 

while 

training 

Amen- 

forces team. Uses a 
blend of karate and 
street fighting. 

SPECIAL OVES 

Sonic Boom: wall of energy 
created by swinging his arms. 

Overhead Flash Kick: 

powerful defence against aerial 
attacks. 











































































































BHMM, 


VS GUILE 

■ Tricky, as he equals you in 
aerial power. Use hit-and-run 
tactics and bounce around the 


walls to confuse him. 



■ 


■ 

vs DHALSIM 

■ Keep on the attack — don’t 
give him any time to counter. 
Try some mid-air strong kicks, j 



A 


VS BALROG 

■ When he comes close, jump 
up and strong-kick on the way 
down. Once he’s on his back, 
follow him across the screen with 
medium punches before throwing him. 






H Can beat you in the air with 
his flying leg attack. Try using 
solid defensive tactics and the 


occasional spinning bird kick. 



p 

vs SAGAT 

■ Wait till he gets close, then go 
for an aerial attack. Watch out for 
his tiger uppercuts. ^ 

. 


■ 

\ 


Yn?., now two play<<rn can soloct the 
same character for truly equal contests. 
First, select a two player game between 
any two characters. Pause the game and 
type in 7KIDS and the screen border should 
flash yellow. When you return to the main 
menu, you’ll both be able to choose the 
same fighter, eg Guile Vs Guile, Blanka Vs 
Blanka. 

Thanks to Ricky Porter of Basingstoke for 
this well-’ard tip. 


like mad. 


■ Lure him into an attack, then 
hit him in mid air. When you get 
the chance, throw and kick him 


VS ZANGIEF 

■ Use spinning bird kicks and throw him 
when he’s dazed. Don’t let him get hold of 
you. 




stsm 


VS VEGA 

■ Time your fireballs so he 
lands on them. Stay back 
and try to run down the 
clock. When he jumps off the fence, 
dragon-punch him. 




Psycho Fireball: 

easy to perform and 
very damaging. 

Hurricane Kick: this 
spinning kick’s a great 
way to get quickly 
across the screen. 
Dragon Punch: hard 
to execute, but virtually unstoppable. 


VS GUILE 

■ Against computer, 
immediately walk right and 
throw him. Don’t jump-kick 
— his flash kick’s better. Don’t get too 
far away or he’ll use his sonic boom. 


VS BLANKA 

■ Easy to 
throw. Just 
keep out of 
range from his long 
sweeps and punches. If 
he goes electric, fireball 
him! 


VS E 
HONDA 

I Keep 
him at a 
distance using 
fireballs. If he jumps 


VS ZANGIEF 

■ A cinch. Against computer, jump up and 
down using strong roundhouse kicks in the 
air. 


VS M BISON 

■ Block his attacks, and counter 
when you see an opening. 
Dragon punches, hurricane kicks 
and short kicks are best — not fireballs. 


VS SAGAT 

■ Duck at the start and use 
strong leg sweeps. If he tries a 
tiger uppercut, move beneath 
him and strong-leg-sweep as he lands. 




VS BALROG 

■ Dead easy. Immediately go for 
a long hurricane kick to daze 
him. Throw or dragon-punch, 
then do a couple of short sweeps for a 
perfect victory! 








VS DHALSIM 

■ Keep your distance and use 
fireballs on his extending limbs. If 
he tries a spinning drill, hit him with 
a fireball. If he does a fire or flame attack, 
leap over him and attack from behind. 


111 C7t^ClllO. II IIC7JUIII|.J 

towards you, do a 
leg sweep. Don’t try 
i flying kicks. 






a 


VS CHUN LI 

■ Don’t attack or use fireballs. Against computer, use 
strong uppercuts as she jumps at you. Versus a player, wait 
till she jumps, move underneath her, and short-kick or 
throw her. 


* ir ■! 

.iji 
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vs GUILE 

^lUKmijI/llj^^g^^ quick, so keep 

fciii Xu rni mm^^ defence 

yp Surprise 

him with the occasional flying head butt. 


VS DHALSIM 

■ Try to jump in close — he’s a 
swine at long range, but once in 
a corner he’s a pushover. 


VS BLANKA 

■ Give him 
plenty of slaps 
and chops. 
When he 
approaches, 
punch and kick 
him till he’s 
dazed. 


B zangief 

■ Wait for your 
chance and 
thousand-slap him to 
death. Go for the 
occasional throw, but 
don’t get too close. 


VS BALROG 

■ Just thousand-slap him to 
death — the thicko’ll keep 
walking into them! 


p^ l VS VEGA 

■ The cowardly swine usually 
keeps his distance. When he 
A' WIP I close, kick him. Run the 

clock down if necessary. 


VS RYU/KEN 

^ M Use the overhead 
chop on their flying 


ramn vs chun li 

■ Defend against aerial attacks 
with overhead chop. Attack when 
she’s on the ground — you 
superior strength will tell. 


^ I attacks. Move in and 

smash them with strong punches and kicks, 


VS SAGAT 

■ Get in close or his energy waves’ll 
kill you. Lay into him with every¬ 
thing you’ve got, and don’t stop. 


VS BLANKA 

B^nPI ■ Spinning pile drivers 
are very effective. Or try 
L iJ ^ n some roundhouse leg 
sweeps and leaping kicks. 


VS M BISON 

■ Be patient: wait for him to 
come to you. Block his attacks 
and counter with slapping. 


WMin RYU/KEN 

■ Defend 

I L \ .< ii against fireballs 

and hurricane kicks with a spinning 
clothesline. Use the spinning pile 
driver to crush ’em. 


mmmm vs M 

Rn bison 

■ Block- 

jng his 
combinations is 
the key to suc¬ 
cess. Use leg 
sweeps to keep 
him at bay, and 
get him with a pile 
driver when he 


vs CHUN LI 

KCM El You can’t 
match her 
agility, so wait 
for her to attack, then do 
a spinning clothesline. 
Throw her if you get the 
chance. 


VS E HONDA 

■ Use body slams 
to get him moving 
backwards, then 
use spinning pile 
driver. Counter 
flying head butts 
with a spinning 
clothesline. 


VS SAGAT 

hard to avoid his 
fireballs, so get in close 
and use leg sweeps to 
knock him down. Follow up with a 
powerful throw. 


H VS GUILE 

■ Don’t take 
him on in the 
air. Use knee 
dives and strong leg 
sweeps after he flash- 
kicks. Repel sonic 
booms with the spinning 
clothesline. 


VS DHALSIM 

■ Use spinning clothesline to defend against his drill attack. Use 
leg sweeps to stop his bendy attacks. Get in close and bite him. 


WSM vs VEGA 

■ Defend like 

keep him at 
bay with leaping kicks 
and leg sweeps. If he 
gets too close, do one 
of your devastating 
throws. 


mgam vs balrog 

* Dodge his punch, then 
double-kick and throw. Time 
t MLsF l your spinning pile driver to grab 
his arm and squash his skull. 


| The gigantic 
Sumo wrestler 
is remarkably 

_ ^ quick for his 

size. Virtually 
unbeatable in 
a ground 

SPECIAL MOVES 

Thousand Hand Slap: ultrafast 
slapping is a good defence. 

Super Head Butt: most effective at 
short range. 


The tallest fighter has no 
missile attacks, but 
compensates with sheer 
brute force. 

SPECIAL MOVES ^ 

Spinning Clothesline: during this whirly move, 
he’s immune from missile attacks. 

Spinning Pile Driver: spins the opponent head 
first into the ground! 
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VS E HONDA 

■ Use your superior reach. Don’t 
jump in the air; use leg sweeps to 
knock him down. Counter 
thousand slaps with electricity, and do a 
rolling attack if you get him in a corner. 


VSGUILE 

■ Don’t 
attack from 
the air — 
his flash 
kick’s too 
dangerous. 
Use plenty 
of leg 
sweeps. If 
he jumps at 
you, use 
^electricity. 


Electricity: channels 
1,000 volts through his body, shocking any 
opponent who dares to touch! 

Rolling Attack: roils himself into a 
human cannonball to bowl over enemies. 


VS RYU/KEN 

■ If they try leaping 
kicks, defend with 
electricity. Get in close 
and daze them with strong punches and 
l^kicks, before going for a bite! 


VS CHUN LI 

■ There’s only one way to 
defend against her stunning 
aerial attacks: electrify yourself to 
frazzle her! 


VS ZANGIEF 

■ Don’t trade blows — use 
leaping kicks and strong punches 
to keep him away. 


VS BALROG 

■ Immediately move left, 
blocking his attacks. When you 
see an opening, try a rolling 
attack. Follow up with a bite. 


VS VEGA 

■ Keep your distance and go for 
long-range kicks. When he leaps 
off the fence, electrify him. 


VS SAGAT 

■ Dodge his missile attacks and 
go for his weak legs. Try a 
double knee lift when in close. 




The Brazilian 
monster is one of 
the best all-round 
fighters. 


i 


Through meditation, he 
can contort his body and 
extend his limbs for long- 
range attacks. 

SPECIAL MOVES ' 

Yoga Fire: a ball of energy that fries anything in its 
path. 

Yoga Flame: devastating fire-breath attack — 
must be all those curries he eats! 


VS 

BLANKA 

■ He’s fast, 
so watch him. 
Use fire 
whenever he 
turns into a 
ball or 
electrifies. 
Give him 
some nugies. 


M: 


VS M BISON 

■ Nasty. Kick him when he’s 
close, and keep blocking. 
Counter when his guard’s down. 


VS GUILE 

■ Don’t stick you arms and legs 
out, or they’ll be flash-kicked. Try 
getting him in a headlock and 


giving him plenty of nugies. 


VS BALROG 

■ Punch him in the guts to keep 
him at bay, before going for 
some drill attacks. Finish him off 
with fire/flame. 


VS VEGA 

■ Hard to match in the air. Wait 
to catch him off guard with some 
yoga flame. 


RTU/KEN 

I Punch them from long 
range, 
then jump 
in with a 
flying drill. 
Slide 
under¬ 
neath fire¬ 
balls. 


VS 

ZANGIEF 

■ Comes 
towards 
you. Use 
fire and 
flame to 
keep him at 
a safe 
distance. 


SPECIAL ] 


THANKS 

■ To Chris ‘Ace’ Rice of our sister 
mag N-FORCE (the magazine for 
Nintendo nutters) for helping us to 
compile the ultimate Street Fighter II 
guide. Thanks, Chris: now we can 
beat you up! 


VS E HONDA 

■ Yoga flames and fire work well 
— fatty has difficulty jumping 
over them. Or try sliding attacks. ^ 


VS CHUN LI 

■ Block her aerial attacks. Use 
the slide attack when she’s on 
the ground. v 


vs dhalsim'' 

■ Use flying 
kicks to counter 
his drill attacks. 
Jump over yoga 
fire and kick 
him, then bite to 
finish. 


VS M BISON 

■ When he tries a torch attack, 
electrify yourself. Don’t even 
think about a rolling attack. Use 
strong punch and kick combinations. 


flame him. 


VS SAGAT 

■ Duck under his energy waves 
and punch him in the knee. If he 
gets too close, throw and then 











































































































































Dpn't do it! it's not worth it, no mnttor which iovoi of lemmlngM 
yoo'ro compiotoiy stuck on! Iho ono and on!y Lommings Lifo!ino 
uri!! heip you sort out your probioms and put you back on tho 
road to sanity. Ibis month, wo'vo had a coupio of iottors from 
Mrs A Wiison and Nick Simpor, bogging for hoip on Tricky Lovoi 
19 of tho originai gamo, aptiy titiod Postcard From 
iommfngfancC K you nood hoip, urrito to Lemmings Lifeline, 
AMIGA FORCE, Euepress Impact, Ludlow, Shropshire SYS 1JW, 
onciosing your namo, oddross, and tho nomo and codo of tho 
iovoi you'ro stuck on (oMior i^m tho originai gamo, or tho 
icrtor iovois disk), and wo'ii sort it out. 



After he’s 
. finished 
)his 
bridge 
he’ll turn 
round, climb 
up the wall, 
and continue 
walking left. 




Just before he gets to the 
end, turn him into a 
diagonal digger 
(pickaxe). Good timing is 
needed: too early and he’ll 
continue digging through the floor; 
too late and he won’t dig low 
enough down. 




When he’s dug a short way 
V down, turn him into a builder. 
J You should time it so that his 
f bridge just ends below the 
ledge. 


Turn the first guy into a 
V climber and a parachutist 
J (this is for later). He’ll climb 
f up the first wall and walk to 
the right. 


Get it right and his 
i friends will be able to 
I walk up the slope he’s 
'created... 


...and cross the bridge 
to reach the exit. 


"V Just as he 
X \ reaches the 
f edge of the pit, 
turn him into a 
vertical digger — 
but not so early that 
he leaves a column of 
ground between his 
digging and the pit! 


Hurrah! But hold on, we’ve K 
forgotten someone! Yes, K 
|V m ^1 our intrepid bridge- B 

building, tunnel-digging B 

hero continues walking left 
until he reaches the leftmost pillar. This 
he climbs and, when he reaches the top, 
parachutes safely to earth before walking 
right to join his pals at the exit. Yesssss! 






POSTCARD FROM LEMMINGLAND 

{CODE: CCKINNIBFS) 


This Tricky level is harder than a lot of the later ones. 

Though you’ve got 

plenty of climbers 

and parachutists, 

there are no blockers fl 

or bony^ers, and only B 

one of each digger K 

and a solitary builder. B 

The main difficulty is fl 

that you have to get 

every single Lemm- 

ing to the exit. 
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Are you still searching 


threwgh eld mags fer these 
cheats yeu need noir? — CUT IT OUT! 
'Cez that's |ust what yeu can de with 
these handy cheat cards, then store 
them with flie relevant games fer ease 
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IKinI 

Mediocre Spy HuntervarianX, 
featuring vertically scrolling 
blasting/racing and a bike that 
transforms into a car. 
Type in ZBACKDOOR on the 
high-score table to get infinite 
lives and energy. 


IHII Squad} 

Poor attempt at converting the 
snazzy hydraulic coin-op — 
maybe it wasn’t worth trying. 
Pause the game, type 
THUNDERBLADE, and unpause. 
Now press: G — extra missiles, 
N — extra lives, < — back a level, 
> — forward a level. 


An oldie well worth getting your 
hands on, this 3-D strategic 
stunner draws you in with its 
intense, esoteric atmosphere. 
When choosing the starting 
level, enter 8421 and press 
Return twice. You can now 
choose any level from 1 to 9999. 


IJUMNfttiun) 

Slow and glitchy, this strange 
horizontally scrolling shoot-’em' 
up is no technical masterpiece, 
but it’s still mildly playable. 

To gain invincibility, type 
TUESDAY 14TH on the title 
screen. 


(HU Squad) 

As Breakout games go, this one’s 
pretty playable. Not one to 
impress your friends with, though. 
For an extra 33 levels, press F3 
for a one-player game, or F4 for 
two players 
(instead of FI and F2). 


One of the better movie conversions 
made, turning key scenes into varied 
game sections — the 3-D driving’s 
particuiariy weii done. 

On the title screen, type JAM, then 
keep pressing M until the screen flips. 
You now have infinite lives, and F10 
advances a level. 


(JUtMiiug) 

A fair conversion of the old Irem 
coin-op, this horizontally 
scrolling blast isn’t one of the top 
shoot-’em-ups around. 

For infinite lives, pause the 
game and type IREM. Pressing N 
allows you to skip levels. 


(Kin) 

A milestone in Amiga software, 
this epic hybrid of strategy and 3- 
D action is a great buy on budget. 
Pause the game and type 
GROW OLD WITH ME to obtain 
invincibility. The cheat can be 
toggled on/off with the -i- and - 
keys. 


IcM 



ii ^ 



BOMBUZAL 



Level codes: 


ROSS —8 

IRON —40 

GIRL —72 

NOSE —16 

BIRD — 44 

GOLD — 80 

RACE —18 

LEAD — 48 

PALM —84, 

TREE — 20 

TAPE — 52 

LOCK —92 

SINK — 28 

RING — 64 

WORM —108 

BIKE — 36 

PILL — 68 

HAIR —132 


SIGN —140 
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aost cut lilit illii iidpins io 
ke^p in your game box! 
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10. DRAGON SPIRIT 

11. ESWAT 

IR. F-29 RETALIATOR 

13. FALCON 

14. FULL CONTACT 

1 5. INTERNATIONAL 
ICE HOCKEY 

16. JUMPING 
JACKSON 

17. KICK OFF 2 

IS. KLAX 




tO o wl 

One of the most accessible, and 
playable, flight sIms around. 
Hopefully it’ll eventually come 
out on budget. 

Enter your name as CIARAN 
and you’ll be able to fly any 
mission with an unlimited supply 
of weapons. 


(US 

He’s what? Another glitchy 
conversion of an obscure coin¬ 
op? Yuk! 

The programmers are obviously | 
KLF fans, though. Pause the 
game and type in JUSTIFIED 
ANCIENTS OF MU MU for infinite 
lives. 


(RMpray) 

A fairly poor vertically scrolling 
blaster, even on budget. Mind 
you, the coin-op wasn’t exactly a 
classic. 

Pause the game, type 
DRAGONHEAD, and press F10. 
You can now choose your level 
by pressing the relevant number. 




KlHOCNiY 

Simplistic simulation of the tough 
sport — fans are better off waiting for 
Electronic Arts’ conversion of their 
excellent Mega Drive game. 
Whenever you score, pause the 
game until the music stops. You’re 
then given some extra points. 


iuu«eiimfr 

(tMm If} 

This martial-arts masterpiece is a 
great buy on budget. And trust 
those wacky Team 17 guys to 
come up with a strange cheat 
mode... 

During play, type 
QAZWXEDCRFVTGBYHNUJM to 
make your opponent drop dead. 




iia«OM 

A sound flight sim, but then there 
are so many better ones around 
(especiaily F-19 Stealth Fighter). 

Hoid down Shift, Ctri and X to 
enabie in-fiight re-arming — we 
wonder if this wiii ever happen in 


reai iife? 






KUJL 

One of the most compulsive 
puzzlers around, this really gets 
you in a tizzy with all those bricks 
rolling down at a rapid rate. 
How’s this for a simple cheat, 
though? Just press 3 to skip a 
level, and 4 to go straight to the 
last level! 


KKKOiPa 

(Mml 

This footy favourite’s been 
superceded by Sensible Soccer, but 
some devotees still insist it’s the 
best. 

Cheat against computer opponents 
by substituting their goalie with an 
outfield player. It’s just not cricket — 
it’s football actually! 




JUMPINO 
JACK SON 

Dig that funky music! Jump around the 
squares to collect the records — and play 
’em to assemble the groovy soundtrack! 
Great fun. 

Here are some level codes 
5 — ROCKNROLL 9 — NOISES 
13 —ELVIS 
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CARDS 






' ^ 'arfaFSTra 

SSP 

iV . ; vT liV.'sx, 


19. LAST NINJA 3 

20. LOGICAL 

21. NEBULUS 

22. NINJA WARRIORS 

23. PIT-FIGHTER 

24. RICK DANGEROUS 

25. THE RUNNING 
MAN 

26. SHADOW OF THE 
BEAST 2 

27.S1ARGUDER 2 






One of the all-time classics, 
maybe this innovative 3-D 
platformer will come out on 
budget. 

For infinite lives, type 
HELLOIAMJMP on the title 
screen. Press F1-8 to choose 
your starting tower. 



LOOICAL 

This perplexing puzzler gets a 
bit laborious, moving all those 
balls around. To avoid losing 
your marbles, try this... 

Typing in THE FINAL CUT 
takes you to the construction 

m. IB 


LAST NINJA 3 

tSysiMi 3) 

The best of a great series, this is 
an engrossing mixture of puzzles 
and beat-’em-up action. 

Here are some levei codes: 


1 — SUSS 

2 —IMED 

3 —URTI 


4 —BASD 

5 — NVOS 

6 — REOO 



IKti^ 

One of the funniest and most 
playable platform games of all time, 
this is an absolute steal on budget. 

On the high-score table, enter 
your name as POOKY, and you can 
restart on the highest level already 
reached. 



Some reckon this is a poor coin¬ 
op conversion. We disagree: it’s 
great fun with two piayers, and a 
snip on budget. 

Type LOBSTERS during piay, 
then 1-10 to skip ieveis. Pressing 
C takes you to the championship 
ievei; L to the eiimination round. 

V_ _ _ _ ^ 


NmiAtNAMUOMl 

cnttM 

Press Caps Lock, type CHEDDAR, then turn 
Caps Lock off again. This gives you infy 
iives. Alternativeiy, replace CHEDDAR with: 

A SMALL STEP FOR MAN — jumping 
enemies jump off screen; KYLIE — screen 
inverts; MONTY PYTHON — enemies walk 
backwards; SKIPPY — enemies bounce; 
STEVE AUSTIN — press S for slow motion; 
THE TERMINATOR -- body parts explode 
when you die! 


snyrouDER a 

fMimr iNHifAl 

The game that made many folks buy 
an Amiga, this 3-D space stunner has 
a wonderful atmosphere. 

When you start playing, press F to 
bring your ship to a halt — when it’s 
stopped, pause the game. Type WERE 
ON A MISSION FROM GOD and press 
1. Pressing K re-arms your ship. 


SHADOW OF 
THE BEAST a 

t PtygR A iiil 

The gameplay’s not as shallow as 
in the original, but it still fails to live 
up to the snazzy sound and 
graphics. 

Walk right till the natives appear, 
press A, and type in TEN PINTS. 
You now have infinite lives (hie!). 




A fittingly poor conversion of the 
naff Schwarzenegger movie, with 
boring beat-’em-up action and a hero | 
who ambles, rather than running! 
For infinite energy, get a high 
score and enter your name as 
DdliSsKk 
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AT CARDS 










28.STEG 
89.STRIDER 2 
30. SUPERCARS 2 
31. SUPER 
HANG-ON 
32.SWIV 

33. TRODDLERS 

34. TURRICAN 

35. VAXINE 

36. VENUS 1HE 
FLY1RAP 






SUNRCARSa 

tWHI 

This superb overhead racer 
features a split-screen two-player 
mode for frantic, compulsive 
competition. An absolute bargain 
on budget. 

To cheat, enter Player 1’s name 
as WONDERLAND; Player 2’s as 
THE SEAR 




snuMRa 

|WM<| 

This ‘sequel’ to the coin-op 
conversion was made up by US 
Gold (there was no Strider 2 coin¬ 
op), and it’s not much cop. 
Play the game, then type in 
SWIFT. Press E, D or hold the left 
Shift key and Help for infinite 
lives. 

wifi's 





IStonal 

This Lemm/ngs-inspired save- 
’em-up was knocked by some 
other mags. Don’t believe a word 
of it — it’s a great game. 

Yet more level codes: 

40 —FIRSTGUNS 80 —RAINDROPS 

60 — LOOSEM 88 — GOODLUCK 

72 —RUMBLEHOT 99 —HEAVYDUTY 



SWIV 

|K^ 

The best vertically scrolling 
blaster available features 
nonstop, frenzied action — 
enabled by a continuous loading 
system. Great with two players. 
Pause the game and type NCC- 
1701 for Infinite lives. 




The level codes are: 

1 — MANTIDS 5 — SATYRID 
! — CICADAS 6 — LYCAENID 
1 — PSYLLIDS 7 — PYRALID 
I — PIERIDS 8 — NOCTUID 

Or type in these cheat codes for 
extra weapons: MERCURY, MARS, 
JUPITER, SATURN, and PLUTO. 


+; 


Ills MR 

Weird 3-D shoot-’em-up where 
you shoot balls. It can get very 
frustrating... 

During play, type 
WILDEBEESTE, then FI to skip a 
level, F3 to skip ten. You can also 
press F2 to go back a level, and 
F4 to go back ten. 



Technically it’s not that good, with 
some very jerky scrolling, but this is 
an innovative and playable little game. 
Here are some level codes: 

2 — RDNUHCCMGU 6 — MEBHETPIAG 

3 — EDOUTIOCKO 7 — LECGLDTRHK 

4 — HDAFUVLCCM 8 — NEDGFLDVR 

5 — ODQMFUVLIC 9 — OEFUHAGHLV 

10 —PEGTTHIGLD 


As any biker’ll tell you, they don’t 
make ’em like they used to. This 
is a perfect example: a golden- 
oldie racer with plenty of pep. 

The ultimate cheat is to equip 
your bike with guns: to do this, 
enter your name as 750J on the 
high-score table. 


IHfaoil 

Some (wimps) reckon the levels 
are too big on this epic arcade 
experience. Huge superbaddies 
make excellent use of the Blitter 
chip. 

To gain 99 extra lives, enter 
your name as BLUESMOBIL on 
the high-score table. 
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GUESS WHAT? 

Y OU can now get AMIGA FORCE on a However, w( 

low-cost, recession-beating subscription. dedicated gam 
Not only do you receive 12 issues of the more) ( 

magazine for serious Amiga gamesplayers, you you can 

also get THREE great Gremlin games (total games — f 

original value: £74.97) for just FOUR pounds Make your cl 

extra! relevant box in 

-—-_| L>a-rus ESPRIT 


LOTUS 

ESPRIT 

TURBO 

CHALLENGE 

Even more playable than its 
two classy sequels, this is the 
two-player driving game. The 
rollercoaster 3-D action is 
superfast; the competition furious, 
as you bump and barge past the 
computer cars and into each 
other on obstacle-strewn tracks. 




SWITCHBLADE 

A cracking arcade adventure 
with the hero punching and 
kicking baddies galore as he 
searches for the fragments of a 
mythical sword. The innovation of 
showing unexplored areas as 
unlit removes the risk of 
backtracking in the extensive 
underground levels. 


MANIX 

A souped-up variation of the 
classic 0-Be/t coin-op, this has 
you jumping around the isometric 
3-D blocks to change their colour, 
requiring a combination of quick 
thinking and arcade reflexes. 



BUT I'VE ALREADY GOT 
ONE! 

However, we realise that some of you 
dedicated gamesplayers may already have 
one (or more) of the three free games. In this 
case, you can subscribe — without getting 
the games — for a special DISCOUNT price! 

Make your choice (games or not), tick the 
relevant box in the coupon, fill in your details 

5 esprit I send it to Europress 

==>1-1-11 AMIGA 

%% FORCE editorial office). 

And may the FORCE be 
^ _ with you... 


SUBSCRIBE TO 
kA FORCE SI, 


I WANT TO SIGN UP! 


■ I want to join the rapidly growing AMIGA FORCE army. I understand I must 
I be of sound mind and prefer purely games reviews and tips — and no techno¬ 
babble. I don’t have an attitude problem and I can’t wait to get my hands on the 
explosive equipment every gamer needs: that’s a year’s supply of AMIGA 
FORCE, please! 

■ Tick where appropriate. 

■ Please send me the next 12 issues of AMIGA FORCE with great Gremlin 
games bundle; 

6501 □ I live in the United Kingdom (£22.99) 

6503 □ I live in Europe or Eire (£30.99) 

6505 □ I live outside Europe (£40.99) 

6701 □ Don’t forget to send me my three free games! 

■ Please send me the next 12 issues of AMIGA FORCE, at the special 
discount price, but without free games: 

6511 □ I live in the United Kingdom (£18.99) 

6513 □ I live in Europe or Eire (£26.99) 

6515 □ I live outside Europe (£36.99) 

Method of payment: □ VISA □ ACCESS □ POSTAL ORDER □ CHEQUE 

Credit card number. [Tt::. 

Expiry date. 

Signature. 

Name. 

Address. 


.Postcode. 

Make cheques and postal orders payable to Europress Direct. Send this form 
(or a photocopy of it) to: Europress Direct, AMIGA FORCE Subscriptions, 
FREEPOST, Ellesmere Port, South Wirral L65 3EB. No stamp needed! 

OR! 

I Why not subscribe by phone or fax? Ring your order through on 051 357 1275, 
or fax it on 051 357 2813. For any enquiries regarding your subscription, 
telephone the ever-so-nice people who deal with our subscriptions on 051 357 
2961. 

Please tick if you do not want to receive promotional material 
from other companies □ 
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■l^Never 
before in his life 


little, too late, as Ryu was struck down 


(by his obviously A-FORCE* 


feading opponent) before 
he could finish his subs 


application. However, 


there’s no need for the 


same thing to happen 


to you! AMIGA 


is the 


magazine to read if 


you want informative 


(and useful) game 


busting news and action 


For example, Issue 


4 will contain 


had he anticipated such an " 

opponent. Cut, bruised and tom " 

from a relentless battle with the fearsome M Bison, the humiliation of 

defeat and possibly even the skeletal form of the Grim Reaper lurked in 

the peripheral of his mind’s eye. 

‘If only you’d bought AMIGA FORCE,’ remarked a passing 
individual. Through blood-shot peepers, Ryu looked carefully and 
recognised the figure as Hector, star of Millennium’s Rome AD92. 

‘If I’d have bought a lesser magazine’, continued the richly dressed 
Roman, ‘I would still be a slave and probably a dead one at that. 
Thanks to the tips contained in Issue 3, I’m a valued member of the 
community, as well as financially solvent. If you’d taken the time to 
look as well, you could have used the four-page Street Fighter II 
guide to help you In your competition.’ 

Sadly, the warning proved to be too 


Dear Newsagent 

It’s happened. I’m hooked and even the Betty Ford Clinic can’t do a 
thing for me. I need AMIGA FORCE monthly, and as there’s no cure, 
I’d say you’re the one to help me. It’s published by Europress 
Impact, and distributed by COMAG. 


.POSTCODE. 

Delivered 

Kept behind the counter 


THI 

CHAOS 


MY NAME. 

MY ADDRESS. 

I’d like my AMIGA FORCE 

Thanks, matey! 


Hopefully, this violent 
wonder will be ready for 
review next month (we 
won't review it if it's not 
finished}. Shooting things 
has always held a special 
attraction with us, and 
this Bitmap Brothers 
production looks set to 
fuel the office bloediust 
yet again. Kapew! 


UMMINGS A 


They’re back! Funny, irresistible and terribly 
suicidal, the Lemmings are dying to be 
reviewed in AMIGA FORCE. With a plethora of 
new skills and abilities, the mischievous little 
blighters will have you tearing your hair out 
again (if you’ve got any left after the first 
game!). 


PLUSggg 

All your favourite 
sections: Going 
Public, Lemmings 
Lifeline, Rich 
Pickings, Budget 
Bargains, Tips, 
(stops for breath) 
basically, all you 
need to fulfil your 
gamesplaying 
needs! 


Voui 
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ail Order Express Distribution 


451/453 HIGH ROAD, WOODFORD 
GREEN, ESSEX, IG8 OPH 


^//SA 


Call us on 081-559 1704, or 081 504 8377, 7 days 8.30am-8pm 



3D Construction Kit 2.0.£32.99 

Addams Family.£16.99 

Adventurers.£16.99 

Amos Professional.£44.99 

'ler Macleans Pool.£16.99 

8B Harrier Assault.£22.99 

Battle Isle.£16.99 

Battle of Britain .£15.99 

B.C. Kid.£16.99 

Blue Max.£10.99 

Captive.£9.99 

Carl Lewis Challenge.£16.99 

Cartoon Collection.£14.99 

Championship Manager.£16.99 

Conquest of the Longbow.£15.99 

Cool World.£16.99 

Crazy Cars 3.£16.99 

Cool Croc Twins.£16.99 

Cruise For A Corpse.£16.99 

Curse of Enchantia.£22.99 

Das Boot.£11.99 

Dizzy's Excellent Advenutures..£15.99 

D \ Generation.£11.99 

Dojo Dan.£16.99 

Doodle Bug.£16.99 

Dyna Blasters.£19.99 

Easy Amos.£22.99 

Elite.£15.99 

Epic.£16.99 

Espana Games '92.£16.99 

Eye of the Beholder 2.£23.99 

Fate of Atlantis.£23.99 

F15 Strike Eagle 2.£16.99 

Fire & Ice.£16.99 

Flames if Freedom.£15.99 

Fire Force.£13.99 

Formula 1 Grand Prix.£20.99 

Graham Taylors Soccer.£15.99 

Heimdall.£15.99 

Head To Head.£22.99 

Hook.£16.99 

Humans.£18.99 

International Sports Challenge..£16.99 

Kings Quest 5.£18.99 

Knights Of The Sky.£22.99 


Legend.£22.99 

Legend of Kyrandia.£22.99 

Lemmings Twin Pack.£21.99 

Links.£23.99 

Links Bountiful.£14.99 

Links Firestone.£14.99 

Lotus Turbo Challenge 3.£16.99 

Lure Of The Temptress.£20.99 

Microprose Golf.£14.99 

Monkey Island.£16.99 

Monkey Island 2.£23.99 

Nigel Mansell's Formula l...£17.99 

Nova 9.£15.99 

Pacific Islands.£16.99 

Parasol Stars.£16.99 

Pinball Dreams.£16.99 

Pinball Fantasies.£16.99 

Populous 2.£18.99 

Premiere.£19.99 

Premier Manager.£16.99 

Pushover.£16.99 

Putty.£16.99 

Raving Mad.£16.99 

Road Rash.£16.99 

Sabre Team.£16.99 

Sensible Soccer . £16.99 

Shadow Of The Beast 3.£16.99 

Shuttle.£23.99 

Special Forces.£22.99 

Street Fighter 2.£16.99 

Super Fighter.£16.99 

Supremacy.£11.99 

Thunderhawk.£15.99 

Titus The Fox.£14.99 

The Manager.£17.99 

Utopia.£12.99 

Utopia Data Disk.£10.99 

Utopia Twin Pack.£20.99 

Vrooom.£16.99 

Vrooom Data Disk.£14.99 

Wing Commander.£22.99 

Wizkid.£16.99 

WWF 2.£16.99 

Zool.£16.99 

Zool A1200 Enhanced.£16.99 


All Prices Include V.A.T. P&P Only £1.00 Per Item. (U.K.) (Europe £4.00) All 
offers valid only while stocks last... 

Registered Office:- 18 Forest Road Loughton Essex IGIO IDX 


25 12.65 

50 22.95 

100 41.70 

200 78.75 

300 116.30 

500 184.65 


31 .^" 


Double 

Sided 

Double 

Density 


All Disks Come With Labels P&P 
Included (U.K Only) 


DISK BOXES 


P&P 


3.5 inch 20 Capacity 

3.5 inch 100 Capacity 

150 Capacity Posso Box 

3.5 inch 250 Capacity 

1.50 

5.99 

13.49 

22.99 

50p 

£1.00 

£3.00 

£3.00 

ACCESSORIES 


Power External Drive 

£49.99 

£3.00 

Zydec Zy-Fi Speakers 

£33.99 

£3.00 

Zydec Handy Scaner 

£92.99 

£3.00 

Zydec Virus Protector 

£5.99 

50p 

Alfa Data Trackerball 

£22.99 

£2.00 

Alfa Data Crystal Trackerball 

£32.99 

£2.00 

Alfa Data Magamouse 

£11.99 

£1.50 

14 Inch Monitor Stand 

£9.99 

£1.50 

Mouse Pockets 

£1.45 

50p 

Mouse Mats 

£1.99 

50p 

Mouse Covers 

£1.45 

50p 

Cleaning Kits 

£1.45 

50p 


We Also Stock A Large 
Range Of Educational 

Software. 

Please Call For Details 


We Accept Access, Visa 
Cards On Telephone 
Orders.... 

Cheques & Postal Orders 
Are Payable To Mail 
Order Express Thankyou 
for Your Custom... 
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